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Recently we were
forced by the Studio
slave-masters to leave
our dingy bunker and
move to a nicer,
brighter, bigger area.
Now, being a bit set in our ways, we didn't
take kindly to the move, but something
rather good has come out of it (even better
than the aforementioned nicer, brighter,
bigger office). While we were moving we
unearthed our respective stashes of
miniatures and half-finished projects. And
we now have enough light to paint by! So,
each lunchtime, every member of the team
has either been busily painting their
models or playing lots of games. Excellent!
I'm currently flitting from one project to the
next, as I'm wont to do, frantically trying to
get my Reikland Empire army finished,
while at the same time trying to put a
Space Marine army together so | can join
in the current 40K frenzy. It's a hard life.
On the gaming front, the battle report
that you'll find in this issue was fought in
the Studio yesterday (at the time of writing,
of course. By the time you read this, it'll
have been several months ago. Weird, eh?),
and we all got very excited about it. We
were using the models from the new
Assault on Black Reach set, and it gave me
the same buzz that | got when | first lifted
the lid off my 2nd edition Warhammer
40,000 box set when | was a lad (cue
nostalgia trip). If there’s one true constant
in every hobbyist’s life, it's the joy of
opening a big boxed game full of
miniatures. It's what got me hooked all
those years ago, and it still gets me fired up
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The White Dwarf bunker has become a hotbed of high-
octane hobby just lately, and there’s no sign of it slowing!

The Studio

Hdlo gaming area is choc-
lunchtimes these days! “a-block at

now. | was getting down to a model’s eye
view of the battle and thinking “Good lord,
that Warboss/Dreadnought/Space Marine
(delete as applicable) is incredible! The
things they can do with plastic these days.”

It got me thinking that many people,
even some of you reading this very
editorial, will be experiencing the
excitement of a boxed game for the very
first time with Assault on Black Reach, and
then in five, ten or even twenty years time
they’ll be thinking the same about the
latest version of a boxed game that I'm
thinking now. For the veterans out there,
turn to page 14 to see what | mean about
Assault on Black Reach — | defy anyone to
say that it's not the best 40K set we've ever
done. For the newcomers: welcome
aboard. I'm sure the future of the hobby is
in safe hands.

Mark Latham, Editor
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ASSAULT ON BLACK REACH
We got hold of the game hot off the presses, :
Andy Hall has already opened it — without permission!

THE COUNCIL OF ELROND

With the release of the fantastic new figures, we present
full rules for using Elrond’s inner circle.

WARHAMMER RAIDS
The first in a two-part article that allows players to burn,
plunder and enslave their way to glory.

ATALE OF FOUR GAMERS
The four gamers continue to expand and paint their
forces. This issue they play their first games, too.

THE BATTLE FOR BLACK REACH
Phil Kelly introduces a cool three-game campaign based
on the Black Reach miniatures.

BEYOND APOCALYPSE
A year on from Apocalypse we take a look at what's
happened, with a focus on the new Apocalypse: Reload.

NEW RELEASES
The latest releases from the Citadel forges.

NEWS
From the north the implacable Warriors of Chaos stride
southwards for conquest and the glory of their foul gods.

STANDARD BEARER
This month Jervis looks back at the Specialist Games
with info on how to get hold of them and start playing.

CITADEL HOBBY ESSENTIALS
New ways to use your modular movement trays.

All the latest local news, events and store information
from your area.
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ASSAULT ON BLACK REACH

=

"2 COVERAGE STARTS ON PAGE |4

WARBAMMER

Now you've got your new miniatures off the cover, we
bet you'd like some advice on how to paint them!

94 'EAVY METAL MASTERCLASS: DARK ELF DREADLORD

Expert guidance on how to paint your Dark EIf general.

i 88 PAINTING WORKSHOP: ASSAULT ON BLACK REACH

5 THE BEAST AT BAY
Long-time rivals
Phil Kelly and
Matt Hutson refight the
final ario from the

Ultramarin

down and slay ¢
Warlord Zanzag before
the Waaagh! covers the
whole sector in a green
tide of violence?

www.games-workshop.com 3



ASSAlllT IIN BLACK REACH

WARHAMMER

g 10000\

SnSSAULT on BICK REACH

This boxed game contains

everything you need to play
Warhammer 40,000

ASSAULT ON BLACK REACH

Product code: 60010199005

UK £40  Euro €60
Denmark  400dkr  Norway 525nkr
Sweden  500sek

ON SALE SEPTEMBER Gth
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WARHAMMER 40,000

This month sees the release of the new
Warhammer 40,000 boxed game,

Assault on Black Reach. This box set is
crammed full of new miniatures, the
pocket-sized version of the latest edition
rulebook, and everything else you need to
play games of Warhammer 40,000.

Assault on Black Reach includes 46 new plastic miniatures,
a set of dice and templates, two range rulers, a Getting
Started booklet and a handy pocket-sized rulebook.
Newcomers to Warhammer 40,000 will find everything
they need to start playing, while existing players will find a
horde of miniatures for their armies that are exclusive to
this box set.

ices correct at fime of going o press, please contact us for current
ponsihie for determining their awn prices.




ASSAULT ONBLACK
RENCH PRINTSET

To coincide with the release of the
new boxed game, we're also releasing
a brand new paint set. As well as six
paints and a paintbrush, it also
contains five plastic Space Marines
unique to this set with moulded

| Ultramarines and Tactical markings on
| their shoulder pads. g

ASSAULT ON BLACK REACH ,

PAINT SET |
Product code: 99170199007
UK £12  Euro €20

Denmark  140dkr  Norway  180nkr
Sweden  170sek

|
| |
o sucsroncn oo T

HAMMER

WARE oo

This set of six resin
barricades is ideal for
making a battlefield look
even more Orky, as well as
providing invaluable cover
for the Boyz as they charge
forwards.

ORK BARRICADES

Product code: 99220103003

Sculpted by Dave Andrews

UK £12  Euro €20
Denmark  140dkr  Norway 180nkr
Sweden 170sek

ON SALE SEPTEMBER 6th

WAR A
ASSA l.ll"‘ Jd
BLACY fiEA(N:H

Pigtures for ilustrative purposes only, Product contents may vary. Products sold unpainted and unassembied. Certain Citadel products may be dangerous i used incorrectly. Prices coJ_'rﬂcr at time of gaing fo press, please contact us for

current availability and prices. Prices quoted are for products sold by Games Workshop through its awn stores,

or websife.

retaliers dre

far their own prices.
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JLT STRATEGY BATTLE GAME

RIVENDELL GANDALF

This new miniature,
sculpted by Michael Perry,
represents Gandalf the
Grey addressing the
Council of Elrond.

GANDALF (RIVENDELL)
Product code: 99061464150

Sculpted by Michael Perry

LK £6 Euro €9
Denmark  70dkr  Norway  85nkr
Sweden B0sek

ON SALE SEPTEMBER 20th

' THE THREE HUNTERS

legolas Gimii

| The Three Hunters box set features new

| versions of three of the greatest Heroes
of Middle-earth — Aragorn, Legolas and
Gimli. These miniatures, sculpted by
Alan Perry and Michael Perry,
represent the heroes as they chase
across the wilderness in pursuit of the
captured Hobbits.
THE THREE HUNTERS

Product code: 99711499074
Sculpted by Alan Perry

and Michael Perry
UK £15 Euro €22.50
Denmark  175dkr  Nonway 210nkr
Sweden  200sek

ON SALE SEPTEMBER 20th

3

ELROND, MASTER OF RIVENDELL

This new version of Elrond,
sculpted by Gary Morley,
depicts the Elven hero
ready to defend the haven
of Rivendell from the
forces of Sauron.

ELROND, MASTER OF RIVENDELL
Product code: 99061463034

Sculpted by Gary Morley

UK £6  Euro £9
Denmark  70dkr MNorway  85nkr
Sweden B0sek

ON SALE SEPTEMBER 20th

Sctures for ilustrative purpases only. Product contents may vary. Products sold unpainted and unassembled, Cartatn Citadel products may be dangerous if used incorrectly. Prices correet al time of going o press, please contact us for eurrent

avatiability and prices. Prices quated are for products sold by Games Workshop through its own stores,
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SPACE MARINES SPEARHEAD

Next month sees the release of the latest edition of Codex: Space
Marines, and along with it a range of beautiful new miniatures.
But you can get them early with the new Spearhead box set.

Packed with a selection of new miniatures, such as the new Vanguard Veterans (see
the example to the right) and the plastic Scout Bikes, this box set is available two
weeks before the main release. In addition, this is your chance to own the new Space
Marine Codex before anyone else. Check out our online store for more details about the
contents of the Spearhead.

Vanguard
Veteran

SPACE MARINE SPEARHEAD
Product code: 60110101384

UK £146  Euro €224
Denmark 1650dkr  Nonway 2085nkre
Sweden  1990sek

ON SALE SEPTEMBER 20th

i

COLLEGTORS RANGE

The Citadel Collectors Range is a very exciting prospect for many hobbyists, offering some exceptional
and unusual models exclusively via mail order. The Collectors Range allows us to produce showpiece
models and dioramas, and alternative and unusual miniatures, together with the very best of our
extensive historic archive. These models are available exclusively via mail order — the latest releases are
shown here; log onto our online store for the full selection.

| | n
This set of miniatures was sculpted by fes Goodwin to represent historical
suits of power armour from throughout the Age of the Imperium. The set

contains examples of the older marks of Space Marine power armour,
such as the earliest type of power armour, the MK 1 Thunder Armour.

MK 1 Thunder Armour

MK 5 Heresy Armour

MK 2 Crusade Armour MK 4 Maximus Armour ARMOUR THROUGH  £18
THE AGES
Product code: 99110101370

Pictures for Mustrative purposes only, Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangsrous if used fncomectly. Prices correct at time of going fo press, pleasa contact vs for current
availability and prices. Prices quoted are for products soid by Games Workshap through its own stores, catalogue or website. relailers are

for iming their own prices.

www.games-workshop.com 7
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BLACK LIBRARY

Black Library publishes a range of novels and sourcebooks that delve
deep into the worlds of Warhammer and Warhammer 40,000. These
are available in many of our stores worldwide, as well as in
bookshops in certain countries. However, if you are finding it difficult
to get hold of any of these publications then go to the Black Library

website, where books may be purchased directly.

www.blacklibrary.com

¢

NAGASH THE SORCERER

Two thousand years before the time of
Sigmar, the mighty kingdom of Nehekhara
flourished in the hot desert lands far to the
south of the Old World. In the second novel
in the Black Library's acclaimed Time of
Legends series, Mike Lee tells the bitter
story of the rise of Nagash, a priest king
whose accursed quest for immortality
unleashed a plague of death and evil that
damned the land of Nehekhara and its
people forever.

NAGASH THE SORCERER

by Mike Lee

ISBN: 978-1-84416-660-2

LK £6.99 Euro 2
Denmark  70cdkr Norway  85nkr
Sweden B0sek

NAGISH THE SORCERER

Fhe undead will 1

~<MIKE LEE >~

EMPIRE IN CHAOS

This book kicks off a major new series to tie
in with the eagerly anticipated Warhammer
Online: Age of Reckoning. When a young
woman'’s village is destroyed, she and an
injured EIf are the only survivors. As the two
unlikely companions fight towards Black
Fire Pass, she discovers powers of courage
and faith that inspire all around her. But as
the pass is attacked by the hordes of Chaos,
she must fight alongside the armies of the
Empire or all the land will be doomed...

EMPIRE IN CHAOS
by Anthony Reynolds
ISBN: 978-1-84416-527-8

UK £6.99 Euro €9
Denmark  70dkr  Norway  85nkr
Sweden B0sek

T \

L e fio it mmpu 1rg1rm

“AnthonyReynolds

1ofithe

RED FURY

The long-awaited return of the Blood
Angels! Following the tragic events that led
the Blood Angels to the brink of civil war,
the Chapter’s strength has been depleted.
The Blood Angels must act before their
enemies learn of their weakness and attack.
With tempers flaring, and mutants running
wild on their homeworld, can the Blood
Angels and their successor Chapters put
aside their rivalries and work together to
rebuild their force before it is too late?

RED FURY
by James Swallow
ISBN: 978-1-84416-659-6

UK £6,99 Euro €9
Denmark  70dkr  Norway  85nkr
Sweden 80sek

WARHAMMER
40000

BLOOD ANGELS

Pictures for ilustrative purpases anly. Produet confents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prces correct at ime of going to prass, please contact us for currarnt

availzbility and prices. Prices quoted are far products sold by Games Workshap through ils own slores, catalogue or website. Independent refailers are respans)
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FORGE WORLD

Forge World makes a huge range of resin kits and accessories.
These include super-heavy battle tanks, Titans, upgrades for
Games Workshop’s plastic kits, scenery pieces and busts of some of our
most popular characters. These products are intended for experienced
modellers and are only available directly from Forge World.

www.forgeworld.co.uk

DEATH KORPS OF KRIEG SHADOWSWORD

The Death Korps of Krieg Shadowsword
replaces certain parts of the standard Arkurian
Pattern Shadowsword. The model features an
engine and air filters suited for fighting in harsh
environments. The kit also includes a revised
cowl for the main weapon, as well as a Death
Korps of Krieg driver and commander.

Madel designed by Daren Parwood.

Pictures for illustrative purposes only. Product conlents may vary. Products sold unpainted and unassembied, Certain Citade! products may be dangerous If used incorrectly. Prices correct at lime of going to press, please contact us for current

avallability and prices. Prices quoted are for products sold by Games Warkshop through its own slores, or website, relailers are for iming thesr own prices.

www.games-workshop.com 9
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featured a Warriors of Chaos army list to get you

by while Phil Kelly slaved away on the new army
book. Well, that work is very nearly finished and
November will see the Chaos Warriors march southwards
once more, resurgent and ready for war.

The men of the north are the scourges of the Old World
for they want nothing more than to tear down order and
destroy the civilised realms. At the heart of their armies are
the Chaos Warriors, merciless killers clad in hell-forged
suits of Chaos armour. These indomitable soldiers march
to war alongside the savage tribes from which they
originated, great hordes of brutal northmen, ready to do
anything in service to their capricious and thirsting deities.

Phil Kelly has been hard at work communing with the
Dark Gods to get the book finished on time. Those few
people that have seen its pages gibber incoherently about
such things as Chaos Warshrines, Forsaken, Troll Kings and
the coming of Sigvald, whatever that means. Only time
(and WD347) will reveal the true meaning.

To accompany the new army book, the Citadel forges
have been manufacturing brand new miniatures at a
bewildering rate. Come November, expect to see new
plastic Marauder Horsemen, Chaos Knights and Chaos
Warhounds, not to mention a range of stunning metal
characters, including the Chaos Lord shown on the right.

OUT NOVEMBER 1ST

a few issues back, you may remember that we

The Marauder Horsemen are just
one of the brilliant new plastic kits
being released in November.

This new Chaos Lord by
Mike Anderson gives you a
taste of what to expect with
the Warriors of Chaos release.

www.games-workshop.com 11




WAREARAER

Warhammer comes to the next generation of gaming with
the release of Battle March on the Xbox 360. With Xbox Live,
players will be able to take their battles online against
opponents from all over the world.

Key Features

* Combines Mark of Chaos and the Battle March expansion together
for a unique Xbox 360 gaming package.

» Contains six armies (Orcs & Goblins, The Empire, High Elves, Skaven,
Dark Elves and Chaos) and over 100 unit types.

» Three extensive single-player campaigns.

e Focuses on commanding armies and battlefield skirmishes
rather than HQ and resource management.

= Customise your army with the easy-to-use game editor.

Mo CHY ALSO
DATTLE ONPC
For PC users, Battle March is also released as an expansion to the highly
successful Warhammer: Mark of Chaos. The vicious Dark Elves are
introduced into the mix, giving players a whole new race to command,
along with an expanded Orc & Goblin army, in their bid to conquer the
Warhammer world.

Opponents from across the globe are waiting to do battle, with multiple
online functions including an all-new Online World Domination mode. If
solo gaming is more your style, don't feel tied to online play, as you can
participate in a brand new full length chapter of the campaign featuring the
Orcs & Goblins and Dark Elves.

In Battle March it's not just the massed units of troops you'll be
commanding — Heroes and Champions will also be ready to do your
bidding. They can learn new tactics, unlock abilities, command larger units,

and fight in duels to the death.
Now is the time to take up arms — the world is yours to conquer!

Warhammer, Warhammer: Mark of Chaos, Warfammer: lhri of Chaas - Batfle March, and aV associsted
- Mark of Chaos game, {e Warfua

Wartarmmer®: Mark of Chiaos - Battle March™ © Games Workshap Lt 2006 - 2008. Al Aights Reserved, Games Workshop. m
_',I [
\CO

marks, names, characters, Mustrafions and imapes fre
- Battle March game and the Warshammer wor
in the UK and other countries around the world, used

£ Gamies Workshap Lid 2000-2008, ,
nse by NAMCO BANDA! Games Amarica fnc. AN Rights Resarved, Games




Wlme Dwari l:nrl'ectmn
Back in White Dwarf 343 we
incorrectly labelled one of the winners
of last year’s Games Day Art
Competition.

The winner for the 15 Years and
Under category was of course Daniel
Willan. Congratulations to Daniel, and
our apologies for the mix up.

Following a great summer of |
40K, and having gotten over
the shock of returning to
school, it's time to start
thinking about the coming
year of gaming, and that can
mean only one thing; the
School League 2009!

With the arrival of a
brand new edition of
Warhammer 40,000 and the
amazing new Assault on Black Reach box set, this year’s School
League will be a truly memorable event as school teams tackle the
new rules as well as one another, not to mention Warhammer and The
Lord of the Rings. Even now, many schools across the land are putting
their teams and armies together to compete in this season’s League.

For details of how you can enter your school into this year’s
national School League, get your teacher to contact our Community
Coordinator, Bek Hawkby on 0115 900 4821 for an information pack.

All of our stores are standing by to run School League activities (in
the store) to help you prepare for the Regional and National finals.
These activities include painting and tactical advice, as well as
opportunities to make scenery or have a club tournament. If you wish
to arrange a visit and get the most out of your local store, contact Bek
and she will help you set it up — we can even put you in touch with
other local school and library clubs whom you can play against.

gmans |

As promised, the brand new Hereford Hobby Centre opened its doors to a
wave of clamouring hobbyists — sadly, this photo was taken the day before
just as the store was about to be filled with toy soldiers and bright,
colourful posters. So, to see the finished thing, just pop in!

Games Workshop Hereford, 40 Eign Gate, HR 0AB
Tel: 01432 355 040

WIm Spilled My Plntl

Joseph Bugman can get very upset if
anyone spills a drop of his famous
XXXXXX brew. By the looks of this new
miniature, sculpted by Aly Morrison,
the Master Brewer has had his pint
knocked over by some clumsy young
beardling and is out for revenge, and
the chance of a good grumble...

This fantastic new model is
available for sale only in Bugman'’s Bar
at Warhammer World, priced £10.00,
and comes with a barstool and an axe.
So next time you come to take a look
at the world-famous Citadel Miniatures
Hall, join in on one of our gaming
events,
or visit
the displays
of original
illustrations
and artwork,
drop by the bar;
but keep a firm
grip on your
beer!

www.games-workshop.com 13




WARHAMMER ;

Imperium of Man commands the greatest stellar empire the the Imperium'’s boundaries, while the *mgmam

galaxy has ever seen; yet the technology on which it is founded is afar. Yet even these foes are nothing to what awaits the I{'.t’d]\ wil
from a forgotten age, the knowledge of its manufacture | ) and corrupt beyond the veil of the material universe — in the Warp
humanity rtheless, the Imperium endures, its s spanning itself, Daemons lurk.
a million worlds; its laws and credos governin s Though the Imperium is surrounded on all sides — by the alien,
counting, the vast majority of which remain blissfully lgnﬂmm to the the Daemon and the traitor — it persists. The superhuman Space
true horrors of the universe, for in the cold reaches of space, Marines and innumerable might of the Imperial Guard are but two
Mankind is not alone.

With the advent of the Warp drive, humanity rapidly expanded
across the galaxy. As Man spread to new worlds, it encounte ed alien
races and fought its first battles under strange skies
thousands upon thousands of years later, the e : :
ready to destroy everything the God-Empero d has e grim ¢ of the far future there is no peace, no

ted. Orks wage war for war’s own sake, while N:" espite, no forgiveness. There is only war.

Ir is an age of darkness, superstition and relentless dogma. The Tyranids ccuur loyal systems clean of life
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The recent relaunch of Warhammer 40,000 caused

a massive buzz in the gaming community, but the
release of Assault on Black Reach has raised
anticipation to record levels. Andy Hall explains.

arhammer 40,000 is now in its
5th incarnation, and the game is
bigger, better and more playable

than ever. If this is your first look at White
Dwarf (where have you been?), then you
will have realised by now that
Warhammer 40,000 differs from normal
games. There are unlimited possibilities
and players must be prepared to expend
time and effort collecting, assembling and
painting their models before fielding them
on the tabletop for an exciting battle.

Creating the spectacle of a fully painted
army is an accomplishment you can be
rightfully proud of. Once you've taken part
in a tightly contested battle between
painted miniatures across fully modelled
terrain, you'll be hooked.

Those of you familiar with 40K will
have already had a good few months
playing the latest edition of the rules. Early
feedback we've received here at the White
Dwarf bunker is that it's the best
incarnation of the game yet, with the new
rules adding to the challenge without
sacrificing the game we know and love.
Now your warriors can advance more
quickly, go to ground, make off-table
flanking manoeuvres, and tanks can
(finally!) ram other vehicles. Close assaults
will be more brutal, but missions are more
objective based so it’s not just about
pummelling your foe — although that will
certainly help.

Lifting the Lid

There's no denying that working on White
Dwarf is cool, but it's far from the
bohemian, languid lifestyle some people
tend to assume (the number of times

FREE CITADEL MINIATURES!

people have said to me
“But you spend all day
playing games!”...). In
fact, working on a
monthly magazine is hard
work, but there are times
when it's undoubtedly
one of the best jobs in the
world, and this is one of them, as | got to
open one of the very first copies of Assault
on Black Reach off the production line.
Oblivious to the jealous stares from my
colleagues, | delved in.

Before tearing off the shrink-wrap, |
always like to hold a new game aloft for a
few seconds to feel how weighty it is. In
the case of Black Reach, the “weight test”
was passed with flying colours — without
even looking at the contents list | could tell
the box was going to be bursting with
hobby goodness. With this ritual out of the
way, it’s straight into the game itself. As |
lifted the lid, | savoured the satisfying
“flumph” sound of the box sliding open,
and the wafts of that wonderful “new game
smell.” Once I'd removed the lid, | was
greeted by four of the most packed frames
of plastic miniatures I'd ever seen (more on
those overleaf).

Taking the frames out of the box, |
uncovered the game’s many other
components that were initially obscured by
the sheer amount of grey plastic! In fact,
there are 46 models in the box, including a
Dreadnought and three Deffkoptas. If that
doesn’t represent great value and the
perfect excuse to start playing the latest
edition of Warhammer 40,000, then | don't
know what does. So, let’s take a look at the
components in detail...

You may have noticed that
your issue of White Dwarf was
lumpier than usual. This is
because there’s a free plastic
frame containing an Ork Nob :
and a Space Marine Terminator o
attached to the cover. Both
models are from Assault on
Black Reach. To find out how
to assemble and paint your
new models turn to page 88.

Terminator with storm bolter
and power fist

Ork Nob with
choppa and slugga

i
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The Boxed Game

The Assault on Black
Reach boxed game has
everything you need to
start playing. It contains a
handy pocket-sized
rulebook, a starter
booklet and enough dice
and Citadel miniatures to
get you wargaming
straight away. If you
don’t believe us, just
check out the contents
over the page.

Bianty
WORITHOP

WARHAMMER
40,000

The Rulebook

Also available is the
Warhammer 40,000
rulebook. This massive
hardback tome consists of
320 pages of 40K hobby
lore. It contains all the
rules needed to play, a
massive background
section documenting the
Warhammer 40,000
galaxy, and is crammed
full of ideas on creating
your own missions,
playing campaigns and
building battlefields.

www.games-workshop.co
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INSIDE THE Box

The contents of Assault on Black Reach. Yes, you get all
this in one £40 box set — we can’t quite believe it either.

16 WHITE DWARF DESIGN NOTES
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BOX CONTENTS

) Range rulers
Perfect for measuring
distances if you haven't got
a tape measure handy.

@ Dice
You get plenty of these in
the box, as vou need them
to determine many things in
40K, such as shooting and
fighting. The scatter dice is
used to determine if barrage
and blast weapons will
scatter or remain on target.

(@ Transfer Sheet
This transfer sheet has both
Ork and Space Marine
symbols, allowing you to
add details to your models.

(® Templates
The templates included
with the game follow the
style and colour that'll
already be familiar to most
40K players. The vibrant
green gives them a
distinctive and eye-catching
Warhammer 40,000 look.

© Starter Booklet
This booklet is a great
starting place, whether
you're a beginner or a
veteran. The booklet
provides assembly and
painting advice, tips for
setting up and playing your
first game using the Black
Reach miniatures, and over
10 pages of background
information, giving vou a
solid grounding in all things
Warhammer 40,000.

® Rulebook
This handy sized rulebook
is a perfect gaming
companion, and great to
have close by during a
battle for easy reference.
Don’t mistake the smaller
size for cut-down rules,
though - this rulebook
contains the complete rules
section from the latest
edition, so it's all you'll
need during a game.

@ Miniatures
The boxed game is full to
bursting with brand new
Citadel miniatures:

Space Marines

1 Space Marine Captain

10 Tactical Space Marines
5 Space Marine Terminators
1 Space Marine
Dreadnought

Orks

1 Ork Warboss
20 Ork Boyz

5 Ork Nobz

3 Ork Deffkoptas
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SPACE MARINE TACTICAL SQUAD

Tactical Squads are the backbone of the Space Marine army, They are called
upon to fulfil the full range of battlefield roles - holding ground, claiming
strategic objectives, providing fire support or charging into the bloody
melee of combat all fall within the remit of a Tactical Squad. The box
contains a full squad of 10 plastic Tactical Marines.

SPACE MARINE DREADNOUGHT

A Dreadnought is a massive machine, weighing several tons and standing
higher than even a Terminator, the tomb for an honoured Chapter hero
who refuses to die. As it strides into battle it shrugs off enemy fire whilst
wielding its own deadly weapons to great effect. The Dreadnought in
Assault on Black Reach is unique to the boxed game, so if you already have
one in your collection, this one won't look identical to it.

Space Marines

A thousand Chapters of a
thousand men — a million
Space Marines are all
that stands between
Mankind and damnation.
Space Marines are
superhuman warriors,
their bodies made
superior in all respects to
a normal man by a harsh
regime of genetic
modification, psycho-
conditioning and arduous
training. They are adept
at all forms of combat
and are very hard to kill,
thanks to their modified
constitution and the
generations-old power
armour they wear to
battle. Though a Space
Marine army will nearly
always be outnumbered
by their foe, each battle-
brother is worth two or
three enemies, whether in
a furious firefight or a
bloody close assault.

Most Space Marine
Chapters follow the Codex
Astartes, a code of rigid
doctrines that form the
make up and disposition
of the Chapter.

WHITE DWARF

DESIGN NOTES

Team cram so much on to the four

large Assault on Black Reach plastic
frames? Ted Williams, affable Runtherd and
Citadel Design Team manager, was only
too happy to explain. He also brought
along the primary designers of the Black
Reach set, Dave Thomas and Seb Perbet.

“Quite simply, we wanted to get as
much 40K in the box as we possibly
could,” begins Ted. “From the very start of
the project it has always been about
upping the miniature count wherever we
possibly could.”

Of course, it wasn't quite as
straightforward as that. If it had been about
the number of miniatures alone, they
would have just crammed the box full of
Gretchin. “What we wanted to do was
provide players with two complete, viable
forces. So it couldn’t be a few squads of

So, just how did the Citadel Design

Dreadnought with multi-melta and power fist

the same troop type; we had to have HQ
choices, Troops, Elite squads, and so on in
the box as well,” says Dave.

The first decision was to choose the
races to go into the box. Admittedly, Space
Marines were always going to be in the
frame (Less of the bad puns, Hall! — Ed) as
they are the iconic race that have been in
every Warhammer 40,000 boxed game
we've ever produced. The Orks were the
next logical choice — not only had they a
recently released Codex to expand on, but
it fit rather well with the Black Reach story
in the rulebook. It was also a welcome
return for the Orks to “boxed game status,”
as they were one of the starting forces in
the first Warhammer 40,000 boxed game,
before being ousted by the Dark Eldar in
3rd edition and the massed swarms of
Tyranids in the previous Battle for
Macragge boxed game.




Terminator Honours

Only the elite veteran Space Marines of a
Chapter's revered 1st Company may wear
Terminator armour, also known as Tactical
Dreadnought armour. Suits of Terminator
armour are incredibly powerful and, as such,
are amongst a Chapter's most prized relics.
When committed to the field of battle, a
Space Marine Terminator is nigh on
unstoppable. Bullets and las blasts glance
harmlessly off the thick plasteel plates, while
a Terminator's storm bolter and power fist
can slay the enemy at both range and in
hand to hand combat.

SPACE MARINE CAPTAIN

Space Marine forces are led to war by Captains,
warriors and leaders who are the epitome of
honour and courage on the battlefield. The
Space Marine Captain excels at both ranged
combat and the fury of close assault. The model
is armed with a boltgun, so he can add his fire
to the fusillade from his brother Space Marines,
while the power sword and high number of
Attacks means he can cleave his way through
Ork Boyz with ease.

SPACE MARINE TERMINATORS

The 1st Company of a Chapter consists of the veterans, the elite of the
elite, and the boxed game contains five of these mighty warriors. For a
Space Marine to join the 1st Company he will have won renown on
battlefields across the galaxy. To become accepted into the 1st Company
is the highest honour for a Space Marine.

Once the races had been set, choosing
which models actually went into the game
then had to be decided. “That process
went back and forth over a long period of
time,” says Ted. “We had quite a long wish
list to begin with, but this was refined as
the development process went on. The
difficult bit was making sure you not only
had complete forces for each race, but that
they remained balanced as well.”

Two of the things on the wish list Ted
mentioned above were the Dreadnought
and the Deffkoptas. “I was very keen to get
a Dreadnought in,” says Dave. “It would
have been easier to choose something else
but the objective was to make the best
boxed game we've ever done, so we had
to find a way to squeeze it in.” To do this,
Dave took the original plastic Dreadnought
and reduced it down to a mere seven
components. Thanks to some very clever

Dave Thomas busily works on the Black Reach models.
The frames were built using a mixture of traditional
sculpts and virtual 3D modelling tools.
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Orks

Orks are a barbaric and warlike race that
live only to fight. An Orle army is a vast
horde of green-skinned brutes clad in
primitive armour and wielding crude but
effective weapons. Orles win through sheer
weight of numbers, swiftly overwhelming a
more disciplined enemy army in an endless
tide. In fact, should all of Ork-kind band
together they would surely take over the
galaxy. Luckily, Orky nature means they are
equally happy fighting amongst themselves as
they are against other races. Because of this
single-minded, warlike obsession it would be
easy to write off the Orks as a mere nuisance,
but it is a foolish commander that would do
s0. A mab of charging Orks is a devastating
sight and should they reach their enemy they
will tear them apart in a flurry of brutal
blows. Greenskins come in all shapes and

ORK WARBOSS |

The Ork Warboss is the
largest and toughest
greenskin in the horde,
able to boss and bully
his Boyz into battle
through sheer bloody-
mindedness and brutal
use of violence. The
Warboss excels in close
combat, his power klaw
ensuring that even
power armour won't
stop him from
butchering the enemy,
and his place is in the
thick of it, leading Ork
Nobz and hordes of
Boyz into battle.

sizes, from the lowly Grotz to massive,

hulking Warbosses.

ORK BOYZ

The vast majority of Orks are known as Boyz. They are the core of any
Ork force. They are tough determined warriors who fall upon the
enemy in a tide of violence. Assault on Black Reach contains a large
mob of 20 Boyz, with interchangeable arms and heads.

WEB LINKS

If you're looking for
advice, hints and tips on
how to paint your Assault
on Black Reach Citadel
miniatures, then we have
a load of articles that
cover all this and more
besides at our website:

WWw.games-workshop.com
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moulding solutions the only distinguishable
difference between the Black Reach
Dreadnought and the plastic kit is a slightly
smaller power plant. “I've added some
extra details to the legs, and you now get a
plastic multi-melta as well, which was the
missing option from the kit,” adds Dave.

Whilst Dave was charged with the
Space Marines, Seb Perbet, who was fresh
from the recent Ork releases, was tasked
with the Black Reach greenskins. The
Deffkoptas immediately stand out — not
only because they're a totally new design,
but also because you get not one, but three
of them in the game. “I started off using the
Ork Warbikes as a basis,” says Seb. “|
thought about how the Orks themselves
would have developed them, most
probably by an enterprising Mek adding a
set of rotor blades to a nearby Warbike to
see what would happen.”

"ASSAULT ON BLACK REACH

As well as the Ork Boyz and Nobz, Seb
also designed the Warboss shown above.
Both he and Dave really enjoyed designing
the characters. “Doing a plastic character
model is always quite a challenge because
you need to consider all the different
weapon and equipment options you have
to include,” says Seb. “But, as we'd already
determined what weapons the Warboss
and Captain were going to be armed with,
we could pose the models to accentuate
these choices and not worry that while a
sword arm looks cool outstretched, it
would look silly for a plasma pistol. So,
that was really freeing and interesting for
us as sculptors.”

Despite the knowledge imparted by Ted
and the designers so far, | still find myself
at a loss to my original question as to how
they physically got so much stuff onto the
frames. “With the four frames you get in



ORK DEFFKOPTAS

The Deffkopta was the
result of decades of
experimentation,
although some would
argue that the tinkering
of the Meks still
continues to this day,
as no two Deffkoptas
are ever the same.
Deffkoptas are usually
armed with rokkit
launchas but they have
been known to carry
massive buzzsaw-like
weapons for close-
range attacks. The
boxed game includes
three of these
dangerous vehicles.

ORK NOBZ

Ork Deffkoptas with rokkit launchas

Ork leaders are called Nobz, but becoming a Nob isn't some
pre-ordained birthright, but rather a virtue of these Orks being
bigger, scarier and more belligerent than the other Orks around

them. There are five of these hulking elites in the box.

Assault on Black Reach, the obvious thing
to do was to put the Ork forces on two
frames and the Space Marines on the other
two,” answers Ted. “While that's neat, it's
not the best use of space so we've
designed the frames to make optimum use
of the limited room in the box. It was a
difficult and time-consuming process. We
even took into account how the frames
would stack and the space that would gain
us. We made some ruthless decisions; it
came down to really micro-managing the
frame makeup, right down to things like
splitting the Deffkopta blades in half to
save a few cubic centmetres. This really
pushed our plastic mould technicians to
the limits of what they can do with
injection moulding - to their credit they
really kept up with our demands. So much
so that we're very pleased with the end
result,” Ted concludes.

Black Reach is Coming

Two months after the invasion of
Waaagh! Zanzag, salvation came to
the embattled world of Black Reach.
Captain Sicarius led a contingent of
Ultramarines into the maw of the
greenskin horde. Their objective: to
slay Ork Warlord Zanzag and halt
the Waaagh! in its tracks.

Will Captain Sicarius succeed, or
will the sheer mass af Orks
overwhelm the Emperor’s finest? You
can help decide by playing out the
campaign that starts on page 52.
Following that, there’s a full battle
report so you can see how veteran
Space Marine commander Matt
Hutson fares against long-time rival,
Orl: Warlord Phil Kelly.

www.games-workshop.com
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IN-STORE THIS MONTH

On the world of Black Reach, the immense Waaagh! of the Ork Warlord
Zanzag threatens to lay waste to everything in its path. Leading the assault to
retake the planet, Captain Sicarius and his mighty Ultramarines stand ready.
The battle is set, the war has begun. But the outcome is in your hands...

The Assault 6th-7th September

This weekend the Warhammer 40,000 boxed
set, Assault on Black Reach, hits our stores! To
celebrate this awesome release, our stores will
be running an amazing array of activities, from

™ painting sessions to get the box contents ready
y for action, to huge games featuring the might

2 of the Ultramarines in the face of the

! overwhelming savagery of the Ork horde!

¥ Get down to your local Games Workshop store
8 NOW and find out what madness will be
! unleashed alongside this landmark release!

The Reach 13th—14th September

Following the release of Assault on Black
Reach, all this weekend, Games Workshop
stores across the land will be running
modelling, painting and army building
workshops, where you can get your new Orks
and Ultramarines ready for war. There will also
be all kinds of exciting Warhammer 40,000
games for you to test your courage and skill on
the war-torn world of Black Reach!

Talk to your local store about the exciting
Warhammer 40,000: Assault on Black Reach
themed events and activities they are running.
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With miniatures for five new Good Heroes released this month for
The Lord of the Rings strategy battle game, we thought it would be

a good time to loc

k at them in depth. Mark Latham gatecrashes

Elrond’s secret council to find out more.

his latest set of releases for

The Lord of the Rings signals the

start of something quite exciting
here in the Games Workshop Studio. For a
while now the Citadel designers have been
working on all sorts of projects that
weren’t destined for imminent release.
Some of these models have already been
earmarked for the Collectors Range, but
others were set aside for a rainy day...

A travesty for such excellent models to
languish in the depths of the Studio! So
instead, the clever chaps who are in charge
of such esoteric delights as schedules and
spreadsheets have come up with a plan of
sorts — a plan that means all these treasures
will get released on a fairly regular basis, to
surprise and delight us all. There's no
serious method to this madness, just a
desire to let the Citadel designers sculpt
some cool miniatures, and then release
them as soon as possible.

This means that there will be many
more surprises in store for all of our games
systems over the coming months and years,
but we're starting with new miniatures for
The Lord of the Rings strategy battle game,
of Gandalf, Elrond, Legolas, Aragorn and
Gimli. As all of these mighty Heroes were
key players at the Council of Elrond, we
thought that their release would make an
excellent excuse to re that particular
scene from The Fellowship of The Ring film
and book, and take a look at the delegates
and their forces, and what parts they played
in The War of The Ring.

Of course, far be it for me to speak with
authority on matters Middle-earth. Instead,
I've drafted in Mat Ward to tell us about the
history of the protagonists and their kin,
and to present the rules for all five of the
new miniatures. On top of that, Mat has
written us not one, but two new scenarios
featuring these awe-inspiring Heroes.

TRATEG Y BATTEE GATIE /48

On the Web

In addition to the rules,
background and
scenarios in this article,
fans of The Lord of the
Rings strategy battle
game will find
themselves well served
on the Games Workshop
website. Here's just a
sample of the many
articles you'll find online:

e Tactics Articles

e Character Spotlights
* Designers Notes

* Scenarios

Some examples...
s Dwarf tunnel
fighting tactics
s Battle Company rules
* Reference sheets
* Farmer Maggot's Farm
scenario

Just log onto:
www.games-workshop.com

www.games-workshop.com
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She Couned of The

Irond’s inner circle of counsellors

comprises some of the wisest beings

in all of Middle-earth. All have
tested their wit and might against the Dark
Lord, Sauron, and some can even claim to
have opposed the dread Morgoth whose
black evil eclipsed even that of the Lord of
Mordor. In these dark days, Elrond’s list of
allies has grown thin. Sauron knows well
who his chief enemies are and does not
suffer them to live a moment longer than
can be avoided. Where Elrond could once
perhaps have called upon five Wizards for
counsel, now there are only two he can
trust, Great scholars and loremasters could
once be found in Arnor and Eregion, but
now both of those realms are gone, snuffed
out by the Dark Lord’s evil. Many have
fallen opposing Sauron, but others endure
to continue the fight, and their will is still
sufficient for the task ahead.

Etrond, Master of Rivendel] ©............

In the later days of the Third Age, Elrond is
chiefly a loremaster and counsellor to the
Free Peoples, having forsaken the chaos of
battle for a subtler role. His haven of
Imladris, known more widely as Rivendell,
is the last homely house east of the sea.
Here weary travellers of good heart may
set aside their burdens amid tranquillity
and seek guidance from the very wisest of
the wise. Servants of Sauron should be
beware, however. Elrond may have set
aside his blade, but he is more than
prepared to take it up once again should
evil creatures threaten his home or allies.

Of course, a creature of wisdom may
still be a formidable warrior. The
individuals that stand at the heart of
Elrond’s council are truly fearsome
opponents. First of all, there is Elrond
himself, an Elf steeped in the blood of
countless slain Orcs and who has survived
some of the bleakest times to beset Middle-
earth. Second in power to Elrond comes
Gandalf the Grey, probably Elrond’s closest
ally on the council and the only being to
rival the master of Rivendell’s knowledge.
Finally we have Glorfindel and Erestor, EIf
lords of special note. Glorfindel in
particular is known to have cowed even
the dread Witch-king of Angmar — he is
surely terror incarnate to Sauron’s lesser
servants. Such individuals are worthy
additions to any The Lord of the Rings
army, sure to prove their value against all
manner of Evil creatures.
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Legions of Middle-earth

Elrond, Master of Rivendell, may be fielded as part of a
Rivendell army. Your force can only include one Elrond.

Wargear
Elrond carries an Elven blade.

Vilya: Thanks to the power of Vilya, one of the three Elven
Rings, Elrond can re-roll his dice using Fate points.

Special Rules
Woodland Creature, Lineage of the Firstborn.

Foresight of the Eldar: Before the game begins, roll a D6
and make a note of the result — these are Elrond’s “foresight
points” for the coming battle. Elrond may spend these

26 WHITE DWARF THE COUNCIL OF ELROND

foresight points during the Priority phase, after both players
have made their priority rolls. For each foresight point
expended, Elrond may alter the Good side’s priority roll by
+1 or -1. Elrond’s foresight may not be used to reduce the
priority roll below one, or increase it beyond six.

Magical Powers

Wrath of Bruinen: Dice score to use: 4+. This spell affects
all enemies within 6"/14cm of Elrond — but only one foe
can attempt to resist it. If resisted, all foes are unaffected; if
the foe fails to resist, then all are affected. All enemies
within 6"/14cm are knocked to the ground. Cavalry models
are automatically thrown — both steed and rider are
knocked to the ground. All affected models then suffer a
Strength 2 hit, or a Strength 8 hit if they are in a stream,
river or other similar terrain feature.

Renew: Dice score to use: 3+. See the main rules manual
for more details.
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Of the Order of Wizards, Gandalf the
Grey is second only to Saruman the White
in power. It is Gandalf who leads The
Fellowship until his fall in Moria at the
hands of the fearsome Balrog. Gandalf’s
magical abilities are a great asset to

The Fellowship, though he is also able to
hold his own in a fight.

F S D W A C M/W/F Special Rules
L. AT §5™g 4T 3 [Brl3 Staff of Power: Gandalf's staff is not only a symbol of his
authority, but also a potent talisman. To represent his staff’s

Note: Your force can only include one Gandalf — either power he can expend 1 point of Will each turn without
Gandalf the Grey or Gandalf the White. reducing his own Will store.
Wargear Narya: Thanks to the power of Narya, the Ring of Fire, one
Gandalf carries his staff (two-handed weapon), the sword of the three Elven Rings, Gandalf can re-roll his dice when
Glamdring (hand weapon) and the ring Narya. At an using Fate points.

additional cost, he may have the following:

Glamdring: Glamdring is a magical sword. When Gandalf
FOPGE st s e o T e S T VSR S s e 10 pts  fights with Glamdring (rather than his staff), he adds +1 to
LD () 171 | O tiotn). o Al e, L, T IO 15 pts  his Strength characteristic, giving him a Strength value of 5.

Shadowfax. The great horse Shadowfax may only be ridden ~ Magical Powers

by Gandalf. He follows all the rules for horses, except his Cast Blinding Light: Dice score to use: 2+.
movement is 12"/28cm. Command: Range 12"/28cm Dice score to use: 4+,
Immobilise: Range 12"/28cm. Dice score to use: 3+.
Sorcerous Blast: Range 12"/28cm. Dice score to use: 5+. oy

Strengthen Will: Range 12"/28cm. Dice score to use: 4+.

F . SiuDl"wW: AT G
{53 S R a2 ;
Terrifying Aura: Dice score to use: 2+.

Shadowfax 0 4

Lords of the Whst

Glorfindel Erestor
Whether armoured or unarmoured, An inexpensive Hero, Erestor is
Glorfindel is a truly formidable nonetheless worth every point.
fighter. He is as capable of hacking While your opponent is focused on =
through a Goblin horde as he is of neutralising or killing your more ¥
cutting down a Ringwraith, and can expensive Heroes, Erestor can carve
make the difference between a good up enemy Captains and banner
army and a great one! bearers with impunity.
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The Rangers of the I\ortl

he once-proud land of Arnor may

lie in ruins, but its legacy

continues. There are strong ties
between the house of Elrond and the
remnant houses of Arnor, bonds of blood
and comradeship forged in a long battle
against a common foe. Of all the many
races and kingdoms of Men in
Middle-earth, it is only these sundered
heirs of Isildur that Elrond truly trusts.

As the Elves have dwindled, their sight
of many places has become clouded by
ignorance. They must trust to others to
walk those wild paths. The Rangers of
Arnor are Elrond’s eyes and ears in the wild
lands of the north. Through their valour the
Master of Rivendell is kept apprised of the
rise and fall of Orc warbands and
maddened Trolls, threats not only to
Rivendell but to all that dwell in northern
Eriador. Aragorn’s seat at the Council of

Elrond is not solely earned through the
kingship of Gondor that will one day be
his, but because of his chieftainship of the
Dinedain of Arnor, and his people’s close
alliance with Rivendell.

As would be expected of warriors who
spend much of the lives in the wild, the
Rangers are hardened fighters, equally
deadly with sword or with bow. So
respected are they by the Elves, that several
of Elrond’s household — most famously his
sons, Elladan and Elrohir — have forsworn
the safety of Rivendell to join the Rangers
of the North in their wardenship of the
untamed lands. _

Rangers of Arnor typically wear natural
shades, the better to merge with their
environment. Some, however, still bear the
colours of Arnor’s noble houses, preserving
their memory and traditions for that day
when the kingdom is reborn.

50

€€ ...there are
few left in

Middle-earth

like Aragorn
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Aragorn, also known as Strider, is a
descendant of Elendil and the last heir
to the throne of Gondor. His rough and
weather-hewn appearance speaks of a
hard life spent battling evil in wild
places. Aragorn becomes the protector
of the Hobbits and the greatest of the
heroes of The Fellowship. His fate and
that of the Ringbearer are inexorably
bound together with the fate of Middle-
earth itself.

Chieftain of Forgotten Arnor. Aragorn, Isildur’s Heir, is a
figure of great authority and renown amongst the

RS D W A C M/W/F
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Legions of Middle-earth

Aragorn, Isildur’s Heir, may be fielded as part of a Grey
Company army. Your force can only include one Aragorn.

Wargear

Aragorn wears armour. He carries a sword (hand weapon)
and a bow. At an additional points cost, Aragorn can be
given the following:
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Special Rules

Mighty Hero: Aragorn, Isildur’s Heir, is a mighty hero. He
may expend 1 Might per turn without reducing his Might
store. Any additional points of Might expended during his
turn will reduce his Might store as normal.

s 10 LS

28 WHITE DWARF THE COUNCIL OF ELROND

Dinedain. His mere presence is enough to alter the tides
of battle, inspiring his kin and followers to ever-greater
achievements. Rangers of Arnor, Rangers of the North,
Dinedain and the Heroes Legolas, Gimli, Halbarad,
Elladan and Elrohir all count as being in range of a banner
if Aragorn, Isildur’s Heir, is within 3"/8cm.

Master of the Wilderness. Aragorn, Isildur’s Heir, may
move through difficult terrain without penalty, as may
Rangers of Arnor, Rangers of the North, Dinedain and the
Heroes Legolas, Gimli, Halbarad, Elladan and Elrohir, if
they are on foot and within 6"/14cm of Aragorn.



Heroes of The Northern Witds

Halbarad

Halbarad’s fighting skills may pale
beside those of Aragorn, but by any
other standards he is mighty indeed.
Whether you choose to have Halbarad
provide backup to Aragorn, or lead an
army in his own right, this Ddnedain
chieftain will not disappoint.

Elladan and Elrohir

Whether used offensively, defensively or
as a mixture of both, the Elven twins
never fail to cause a headache for your
opponent. They are best used as a team,
where the potency of their special
attacks really come into their own.

Additional information about the Rangers of Arnor can be found in the Ruin of Arnor supplement.

Arathorn

Arathorn is a bold and effective leader
for any force of Rangers of the North.
Though in reality he was slain long
before Aragorn came of age, father
and son make a remarkably effective
pairing on the battlefield.

((/{rl.r{ayﬂ/' Lands of The Norlh

Though it is impossible for them to maintain strict
uniforms, each Ranger Band favours a sense of shared
identity, often shown in the colours of their cloaks or
clothing. Drab, muted colours are the norm, all the
better to blend in with the wilderness through which

they hunt.

Evendim

Felldale

Grey Company

O B L e

the council.

Fornost
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Council of Elrond, having travelled the long and
perilous journey from Minas Tirith to seek wisdom
from the Master of Rivendell.

The consummate soldier and commander of Gondor’s
armies, Boromir greets the news that The One Ring is
found as a chance to rise victorious in the fight against
Sauron. He envisages using Isildur’s Bane as a weapon
against the Dark Lord. His suggestions are, while not
ridiculed, set sternly aside and it is eventually through his
strength of arms that he provides the greatest assistance to

B oromir of Gondor comes alone and unbidden to the

Volunteering himself as one of the representatives of
the Free Peoples in the quest to Mount Doom, Boromir
vows that Gondor will see The Ring destroyed, for if there
is one Man mighty enough to accomplish that task, surely
it is Boromir of Gondor.
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ot all the Elves at the Council of
Elrond come from Rivendell, or
even from the smaller havens

scattered throughout Eriador. Some hail
from Rhovanion, from the halls of
Thranduil that are hidden beneath the
boughs of Mirkwood.

The Wood Elves know firsthand the evil
that Sauron wreaks. Clad in the form and
name of the Necromancer, it was Sauron
that corrupted Greenwood the Great and
transformed it into the dank and gloomy
horror that is Mirkwood. Whilst Elrond and
his fellows fight against Sauron because of
long-ago deeds, the Elves of Mirkwood are
locked in a daily battle for survival both
against the Dark Lord’s minions and his
insidious influence. Should the Wood Elves
falter, even for a moment, Thranduil’s

Woodfand Lord

es of W arkwood

kingdom would fall, and shortly thereafter
so would much of Rhovanion.

The Elves of Mirkwood are well known
for their stubbornness and hostility to
outsiders. Even so, they know well that the
battle against Sauron can only be won if
the Free Peoples combine. To this end they
have grudgingly aided their allies on many
occasions, and even assisted Gandalf in the
capture of Gollum. It was Gollum's
eventual escape that brought a party of
Mirkwood Elves to the Council of Elrond,
where Thranduil’s son, Legolas, relayed the
unfortunate news. So it was that Gollum
caused Legolas to be in the correct place,
at the correct time to join The Fellowship
of The Ring. Who can say how the War of
The Ring would have unfolded had the
peerless Mirkwood archer been elsewhere?

€€ ... Mirkwood
is again an evil

place, save
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Legolas is the son of the King of the Wood Elves and, like all his people, he is a deadly
accurate and keen-sighted archer. Of the Free Peoples, he represents the Elves as part of
The Fellowship.

Thranduil F S
6/3+ 4

As an excellent shot and
solid melee fighter,
Thranduil is a perfect all-
round leader for an EIf
force. He can even muster
a little magic, should the
situation warrant it.

Wargear i Y 11

Legolas carries two short blades (he counts as being armediwith a single hand 'WEapon)
and an Elf bow. At an additional points cost, Legolas can be given the following:

Elvenieloak: . S e ST 4 A
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Special Rules
Woodland Creature.

Deadly Shot: To reflect his prodigious skills at archery, Legolas is allowed to shoot his
bow three times in the Shoot phase instead of once, normally hitting his targets on a
3+. Alternatively, he can decide to fire just one arrow, but in this case he will hit
automatically, regardless of objects ‘in the way’ or if the target is in combat.
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Tradition often dictates the colours worn by Mirkwood Elves. Whilst all members of a
Mirkwood fighting company will typically be clad in the same colours, details will vary

between individuals.

Mirkwood Mountains Northern Mirkwood

Greenwood Eave-Wardens

Thranduil’s Guard

(4 . ) 5 o 7 -
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Wood Elves are slightly cheaper than other Elves

but have a lower Defence. As a result they rely on
swift and accurate attacks to win the battle.

Legolas, with Elven cloak............cccocueveue 100 points

Wood EIf Captain with EIf bow
and throwing daggers ..........ccccuuvevcerivennans 75 points
10 Wood EIf Warriors with EIf bow.......... 90 points

10 Wood EIf Warriors with Elven blade ..80 points

10 Wood EIf Warriors with
Wood EIf spear 80 points

3 Wood EIf Sentinels 75 points

TOTAL .ponrrassis 500 points

For more background, rules and scenarios
concerning the Elves of Mirkwood, see
the Fall of the Necromancer supplement.
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he final race represented in any

number at the Council of Elrond are

the Dwarves. The shared history of
the Elves and Dwarves is a long and
convoluted one — they have variously been
staunch allies and bitter foes. While the
two races can invariably be relied upon to
stand united against Sauron, they share a
deep and abiding mistrust that never seems
to fade.

Nevertheless, Dwarves can always be
relied upon to provide pragmatic counsel.
In some realms Sauron's threat is a looming
shadow on the horizon that grows ever
nearer, but that same shadow is already
upon the Dwarves. Their holds remain
secure for only as long as they are
defended against loathsome Orcs and

vicious Goblins. The Dwarves know that
Sauron must be defeated, and soon, if
Middle-earth is to be preserved.

Of all the Dwarves present at the
Council of Elrond, it is Gimli who would
play the greatest role in the War of The
Ring. He had come to Rivendell as a
messenger of dire tidings, carrying news
that Sauron was actively seeking alliances
with the Dwarves of Erebor and the Iron
Hills. So it was that the Dark Lord
unwittingly contributed to his own
destruction. Without Sauron’s schemes, it is
unlikely that Gimli would ever have been a
member of The Fellowship or come to the
defence of Gondor and Rohan. Few beings
fought the hordes of Mordor with as much
gusto as Gimli, son of Gléin.

R ; ? PRy
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Like all Dwarf-kind, Gimli, son of Gléin, is grim and plain-speaking but also a doughty
warrior. His courage and his axe are equally valuable additions to The Fellowship on their
journey. Gimli is heavily armoured in the fashion of Dwarf warriors and is well
accustomed to the rigours of combat. Gimli proves a stalwart warrior during the bitter
fighting of the war against Sauron, slaying a multitude of Orcs with his fearsome axe.

F S D W A C M/WwW/
64+ 4 8 2 2 6 3T
Wargear

Gimli wears heavy Dwarf armour and carries an assortment of fine Dwarf axes (hand
weapon), some of which are balanced for throwing (count as throwing axes). He also
carries a finely-balanced two-handed axe of exceptional craftmanship.

At an additional points cost, Gimli can be given the following:
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Special Rules

Axes of the Dwarves! At the beginning of each fight, Gimli can choose to either use an axe

in each hand, in which case he fights with 3 Attacks, or use his unique two-handed axe, in
which case he adds +1 to his dice rolls to Wound, but he does not suffer the usual -1

penalty on the roll to win the fight.

(2 WHITE DWARF THE COUNCIL OF ELROND

€€ 1f all the
grievances that
stand between
Elves and Dwarves
are to be brought

up here, we may

as well abandon
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Déin

Ddin is a doughty fighter
and an able leader for any
Dwarf army. All Dwarves
are tough, but Ddin is
nigh-unkillable, with
Defence 9 and 3 Wounds.
This, combined with his
deadly axe Barazantathiil,
ensures that Ddin can
always get stuck in where
the fighting is thickest.




Gimts's Guard

Dwarves are tough opponents, able to
withstand attacks that would slay less
hardy races. They turn their battles into a
contest of endurance, wearing the enemy
down before counter-attacking with their
keen axes.

Gimli, son of GIGin .........ccccevuuu... 90 points
Dwarf Captain .... ..60 points
5 Khazad Guard.. 55 points
6 Iron GUard ........cccinsiiisnnns 90 points
4 Dwarf Warriors with shield ...... 36 points
4 Dwarf Warriors with

two-handed weapon................... 32 points
4 Dwarf Warriors with

Dwarf bow 36 points
1 Dwarf Warrior with Banner ......38 points
1 Dwarf Ballista......ccoovvurvsersurnnns 60 points
TOTAL 497 points

See the Khazad-diim supplement for more
background, rules and scenarios
concerning the Dwarves of Middle-earth.

( ,Zfifn_fff Gorebor

Dwarves have a runic alphabet that they use to name their weapons and armour. Some runes are secret things,
hidden from the vision of all but skilled craftsmen. Others are bold declarations of swift death to come at the hands

of a vengeful Dwarf!

Company of Dain Blue Mountains

Erebor Royal Guard

Dwarven Wanderers
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The Fellowship is broken. Sam and Frodo are gone.
Boromir lies slain. Merry and Pippin are taken. Though his
plans lie in ruins, Aragorn refuses to yield to the caprices
of fortune. He resolves to rescue Merry and Pippin from
Saruman’s grim band of Uruk-hai, and both Legolas and
Gimli waste no time in pledging themselves to this fresh
cause. So it is that a Man, an EIf and a Dwarf begin the
long pursuit across the wild land of Rohan. These three
hunters cannot know that the Hobbits they seek will in fact
be rescued through the actions of Eomer and Treebeard,
they know only that the chase shall not be abandoned,
even should all the Orcs in southern Rhovanion stand in
their way!

To win this game, the Evil player has a continual supply of
minions that he must use to wear down (and thusly slay)
the three hunters.

Participants

GOOD

e Aragorn, Isildur’s Heir
* Legolas
¢ Gimli, son of Gloin

EVIL

e A selection of Evil models — the total points cost doesnt
really matter, provided none of the individual models
costs more than about 50 points — most models should
be in the 5 to 20 points value range. Players are free to
select suitable models from their own collection, but
should ideally aim to use creatures that one would
expect to find in Rohan — Orcs, Uruk-hai, Wargs,
Dunlendings and so on...
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Layout

This scenario is played on a board 48"/112cm by
72"/168cm. The board should be littered with hills,
boulders and areas of rocky difficult terrain.

Starting Positions

The Good Heroes are placed in base contact with the
southern board edge. No Evil models are deployed at the
start of the game — they will arrive as the game goes on.

Objectives

To win, the Evil player must kill two Good Heroes before
they exit the board via the north edge. If all the Good
Heroes escape, the Good player wins. If two Heroes
escape, the game is a draw.

Special Rules

The Wilds of Rohan: There are many evil creatures that
stalk the hills and fields of Rohan. Directed by Saruman'’s
influence, they now move to intercept the three hunters
and slay them if they can. At the start of each Evil Move
phase, the Evil player rolls a D6 — this is the number of
reinforcements he receives, chosen from any models
currently not in play. The Evil player then rolls a further D6
for each of these reinforcements to determine which board
edge it arrives on. On a 1, the model arrives from the north
board edge, on a 2-3 it arrives on the west board edge, on
a 4-5 it arrives on the east board edge, and on a 6 it arrives
on the south board edge. The Evil player places the model
in base contact with the relevant board edge — the model
may then move normally, although it may not charge in
the turn it arrives. Naturally, the Evil force cannot be
broken in this scenario.
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Ju Defevce of Rivendel]

What if Rivendell had come under attack by Sauron’s
minions as the Council of Elrond was taking place? Would
the combined might of the Heroes within those hallowed
walls have been able to turn aside the Dark Lord’s evil
creatures long enough for Frodo to carry The Ring to
safety? Now you can find out. In this scenario, the Witch-
king emerged unscathed from the confrontation at Bruinen
Ford and has awoken the Evil beasts of the north to malice.
Will The One Ring elude the Witch-king's grasp?

To win this game, the Good player must escort Frodo to
safety, using the combined talents of some of the Free
People’s greatest Heroes.

Participants

GOOD

s Frodo Baggins (carrying The Ring).

» Up to 1500 points of warriors and Heroes, representing
the Council of Elrond and/or Rivendell’s garrison of Elves
and Rangers of the North.

EVIL

e The Witch-king of Angmar

* Up to 1500 points of warriors and Heroes, representing
the assembled legions of the Witch-king. These models
should ideally be chosen from the Moria, Angmar, or one
of the Mordor army lists, but players should feel free to
use other models from their collections if they wish.

Layout

This scenario is played on a board 48"/112cm by
48"/112cm. The board should be littered with hills,
boulders and areas of rocky difficult terrain. If you have an
Elven building to represent Rivendell, this should be placed
in the centre of the board. Don’t worry if you have no such
building, the battle can just as easily be assumed to start
away from the main houses of the haven.

Starting Positions

Frodo is placed in the centre of the board, with all other
Good models placed within 18"/42cm of him. The Evil
models are divided into four roughly equal groups, with
each group placed up to 6"/14cm in from each board edge.

Objectives

To win, the Evil player must kill Frodo Baggins in close
combat. If he does so, an Evil minion is assumed to claim
The Ring for his master — the battle, and the free world, is
lost to Sauron. The Good player wins if Frodo escapes the
board by any edge. Any other result is a draw.

Special Rules

The Eye of the Witch-king: So soon after Weathertop,
Frodo will not risk wearing The Ring whilst the Witch-king
lives. Once the Witch-king is slain, Frodo may put on The
Ring if the Good player wishes.

Unending Horde: The Witch-king's forces are far larger
than can be contained on this fraction of the battlefield. At
the start of each Evil Move phase, the Evil player rolls 2D6
— this is the number of reinforcements he receives, chosen
from any warriors slain previously in the game. The Evil
player then rolls a further D6 for each of these
reinforcements to determine which board edge it arrives
on. On a 1, the model arrives from the north board edge,
on a 2-3 it arrives on the west board edge, on a 4-5 it
arrives on the east board edge, and on a 6 it arrives on the
south board edge. The Evil player places the model in base
contact with the relevant board edge — the model may then
move normally, although it may not charge in the same
turn that it arrives.

War to End All Wars: Neither of the forces can be broken
in this scenario.
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RAIDS

In the first of astwo-part article, -
Gav Thorpe d:scusses raiding in
the Warhammer-world,
presenting rules that will allow
players to burn, plunder and
_enslave theirway to glory.

ar and devastation engulf the Warhammer
W world. From the far north, the deadly armies of

Chaos spill forth, intent on destruction and
death. In the Worlds Edge Mountains and the Badlands,
greenskin tribes gather to smash and plunder the
settlements of more civilised races. Vampires lead forth
armies of the dead to sweep aside the transient domains
of the living. Swathed in storms, the Black Arks of the
Dark Elves prowl the coasts of the world seeking fresh
prey. In dark forest groves Beastmen gather about their
herdstones before bursting forth upon the lands of men in
a tide of drunken, bestial looting and destruction.

Who could resist the chance to recreate these bloody
and devastating raids on the tabletop? Well, certainly not I!
Whilst writing the Dark Elves army book, it struck me that
looting, slaving and arson were as much a part of the grand
history of Warhammer as the heroic, glorious pitched
battles that decide the fate of nations. It kindled in me the
desire to wreak havoc upon the towns and villages of my

opponents. | wanted the experience of kicking down doors
and stealing gold, the cold-hearted joy of snatching up
screaming prisoners to drag back to the slave mines of
Naggaroth and the righteous pleasure of putting stinking
greenskin hovels to the torch!

Thus inspired, | set to creating some fun scenarios that
would allow Warhammer players to indulge these desires
and soon found that there were more ideas than would
comfortably fit into a single game. This spawned the six
scenarios presented over the course of this two-part article.
Once | had started writing these battles, it then became
obvious that the ultimate expression of the “pillage urge”
that had stricken me previously would be to fight a series
of linked battles that would allow me to chart the
successes of my hloodthirsty raiders as they roamed and
burned at will across the lands of my foe. | hope my ideas
kindle in you some of the excitement that can be had
battling to defend a besieged farmstead or seizing the
riches of an exotic temple.
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Common Raids Rules

o save space in the individual
I scenarios, here are some rules that

cover the various situations that can
occur in Raids games. As well as being
used in the scenarios I've written, they also
provide a great example of “house rules”
that you might want to create or to add to
other types of games. For example, you
might decide that buildings in your
“pitched battle” game can be looted and

that each loot counter is worth 100 victory
points (in the same way as a captured
banner). This small change can have quite
an effect on a Warhammer battle.

Some of the rules are used in the
scenarios in this month’s White Dwarf,
whilst others don’t make an appearance
until next month — don't let this stop you
using them in scenarios of your own
devising in the meantime though!

Setting Fires

Enemy troops holed up in a building can
be difficult to shift, so sometimes the best
way to get them out into the open is to set
fire to the building they're defending. On
the other hand, some creatures are just
nasty by nature and like to indulge in a bit
of arson just because they feel like it.

A unit must be equipped with torches
in order to set a building on fire — such
units are outlined in the scenario. The unit
must be in contact with the building at the
end of the Close Combat phase. A unit
attempting to set a building on fire must
charge the building as if it was an enemy
unit and does not fight in close combat,
even if the building is occupied. At the end
of the Close Combat phase, roll a D6 for
each unit attempting to set a building on
fire. On a roll of a 4, 5 or 6, the building
catches alight — place a suitable marker on
or near the building.

Alternatively, a unit that can make
ranged flaming attacks (such as a Sun
Dragon’s fiery breath, a Dwarf Cannon
with a Rune of Burning or a Dark Elf
Sorceress with Lore of Fire spells) can use
the attack to target a building. No damage

is done to any units by the attack, but each
building hit by the attack will be set on fire
ona D6 roll of a 4, 5 or 6.

Roll 2D6 at the start of every
subsequent player turn for each building
on fire. If the result is a double, the
building collapses. A collapsed building
should be replaced with a suitable area of
ruins and rubble that counts as impassable
terrain and imposes a -1 to hit penalty on
any shooting that passes over the smoking
ruins. If the building is occupied when it
collapses, the unit inside takes 2D6
Strength 5 hits with no armour saves
allowed. The unit is then placed outside
the ruins by the owning player, anywhere
still in contact with the building’s
remnants. If there is nowhere to place the
unit (if the building was surrounded, for
example) the occupying unit is destroyed —
burnt alive or cut down as they flee.

A unit occupying a building that is on
fire takes damage at the start of each of the
unit's turns. The unit suffers 2D6 Strength 5
hits, with no armour saves allowed. Note
that this will cause a Panic test if the unit
suffers 25% or more casualties.

Taking Prisonets

Some races deliberately set out to take
captives for many nefarious reasons — the
Dark Elves, Orcs & Goblins, and Skaven
chief amongst them. Others may take
captives to interrogate for information, or
as hostages to exchange for various
demands or wealth at a later date.

In a game that allows the taking of
prisoners, if a unit pursues (or charges) and
catches a fleeing enemy, they will take
prisoners as well as capturing standards.
Place a prisoner marker beside the
capturing unit each time it runs down an
enemy unit. In addition, if the enemy unit

contained any characters, roll a D6 for
each character in the unit. On a roll of a 4,
5 or 6, the character is amongst the
captives and the pursuing unit gains an
additional prisoner token for each captured
character. If a unit with prisoners is forced
to flee for any reason or is wiped out then
any prisoners escape or are abandoned and
the prisoner tokens are lost.

If a Giant picks up and captures an
enemy model (by stuffing him down his
trousers, for example!) this gains the Giant
a prisoner token. If the Giant is
subsequently slain, the prisoners are |ost.
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Modelling
Torch Bearers

This raider was made from an
Empire soldier, with a torch
taken from the Flagellants set.

Chris used the lower part of a
Dark Elf standard and the
brazier from the Corpse Cart to
make this Maggarothi raider.

While this Collectors Range
Orc model wasn't specifically
designed for these raiding
scenarios, we couldn’t resist
showing it again!
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Looting

Many attacks on villages and towns are for
the simple purpose of looting and pillaging.
The attackers may be after gold, gems and
other valuables, but they could also be in
search of food, gromril, warpstone or other
such commodities. Some buildings such as
temples, palaces and warehouses can
contain a treasure trove of riches for a
determined raider.

A unit occupying a building and not in
close combat can search it for valuables at
the end of each of its Movement phases.
Roll a D6. On a roll of a 1 there is nothing
to be found and nowhere else to look — the
building contains no loot at all and cannot
be searched again for the remainder of the
battle. On a roll of a 2 or 3 the unit finds
nothing of worth but can continue to
search in future turns. On a roll of 4, 5 or 6
the unit finds something worth keeping and
gains a loot marker.

A unit can carry a maximum of one
loot marker for every full five points of unit

.

strength it has. For example, a unit of
eighteen Unit Strength 1 models can carry
up to three loot tokens. If a unit starts a
turn with more loot markers than it can
carry, it must immediately drop one
anywhere in contact with the unit. A unit
that flees for any reason or is wiped out
also drops all of its loot. Abandoned loot
markers can be picked up by other units
simply by moving into contact or over the
marker (including units pursuing an enemy
broken in combat).

Units with one or more loot markers
may voluntarily move off the tabletop and
do not count as destroyed — any loot they
are carrying is safe. Units that pursue or
charge off the table have the option of
staying off the table or returning as normal
(with any carried loot). Units may also
voluntarily drop loot counters at the start of
their Movement phase, so that other
(possibly faster) units may pick them up
and carry the loot to safety.

This counter was made from chests
taken from the Mordheim frame
and the Empire Great Cannon kit.

Chad made this loot counter from
spare Mordheim guns and a barrel
from the Bitz range. |

Watchtowers

Some buildings are purpose-built to resist
attack and provide a bastion from which
troops can pour missile fire into an
attacking enemy force or sally forth on a
counter-attack. These are a special feature
called watchtowers.

A watchtower is treated as a normal
building with the following exceptions. A
unit may charge from a watchtower — the
charge distance is measured from the
watchtower’s closest wall but is otherwise
resolved as normal. Twice as many models
may shoot from a watchtower as would
normally be allowed. If a unit occupies a
watchtower it may re-roll missed attacks in
close combat, as attacking foes are easy
targets as they attempt to break in.

A watchtower may have a flat roof that
can hold a war machine. If the model
allows it, a war machine may be deployed
onto the roof of a watchtower, but it
cannot then be moved for the rest of the
game. The watchtower may be occupied
by another unit as normal, but the
watchtower loses the benefit of additional
models shooting as the war machine
occupies the additional space they would
normally fire from. The war machine crew
do not fight in close combat if the
watchtower is assaulted, unless there is no
other unit in the watchtower. If this is the
case, the crew will act as the defending
unit as per the normal rules. As it counts as
a normal building, a watchtower can be set
on fire if the scenario rules allow it.
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Scenario 1- Deathly Silence

aiders rely upon their prey being
R unaware of the approaching danger

and so will go to great lengths to
ensure that their presence remains
undetected. This scenario sees the attackers

attempting to overrun a beacon tower
before the occupants can raise the alarm.

The Battlefield

A single watchtower is placed in the centre
of the battlefield. Other terrain is placed by
mutual agreement, but not within 18" of
the watchtower.

Forces

This battle takes place between two
equally sized forces chosen to a pre-agreed
points limit. The defenders must have at
least one infantry unit to act as the
watchtower garrison.

Deployment
One unit must be deployed inside the
watchtower as its garrison. The defender
may also place a war machine on the roof
if this is possible. The defender’s remaining
units may be deployed anywhere within
12" of the watchtower.

The attacking army is then deployed
anywhere on the table at least 18" away
from a defending unit.

Fighting the Battle

The attackers have the first turn. The battle
lasts for eight turns.

Special Rules

Watchtower.

Victory Conditions

If any defending unit, except for a war
machine, still occupies the watchtower
after eight turns, the defender wins. If ever
an attacking unit occupies the watchtower,
the attacker wins immediately. If the
watchtower is unoccupied at the end of
eight turns, the attacker wins.

P Deferider iy
/  Deployment Zone
i

Attackers and
Defenders

All of these Raid
scenarios have an
attacking army and a
defending army. It is
perfectly possible to
play any of these
games with an army
not necessarily
specifically picked for
a Raid scenario. In this
case, simply agree with
your opponent who is
going to attack and
who is going to defend
(or you might like to
roll a dice, toss a coin,
have an egg-and-spoon
race, or whatever).
Alternatively, both
players might agree in
advance who will be
the attacking player
and who will be the
defending player, and
then pick their armies
accordingly. As long as
both players have had
equal opportunity to
prepare for the game
(or not, as the case
may be) you shouldn’t
encounter any real
problems playing.

A e YT
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In the Imperial Year 2173
the Black Ark Tower of
Infinite Pleasures attacked
the town of Handelsee on
the coast of the Sea of
Claws. Led by Duriath
Blackspear, the Dark Elves
surrounded the town

& under the cover of night
and then moved in for the

I kill. When the Count of

)

(

'

P
1

Nordland’s forces
investigated the smoking
ruins five days later they
found no sign - either
alive or dead — of the
8000 townsfolk who had
lived there.

old, gems, weapons and food can
G all be the target of an attacking

force. Some simply seek riches,
others need to loot supplies in order to
feed their warriors, pay their troops and
attendants, or otherwise keep their army
together in some way.

The Battlefield

Three buildings are placed within 12" of
the centre of the table and no closer than
4" to each other. Other terrain is placed in
any mutually agreed fashion with no piece
within 12" of the buildings.

Forces

This battle takes place between two
equally-sized forces chosen to a pre-agreed
points limit. There are no specific
restrictions on army selection.

Deployment

The defending army is deployed anywhere

within 12" of the centre of the table, and

units may be deployed inside buildings.
The attacking army is then deployed

anywhere on the table at least 18" from a

defending unit.

Fighting the Battle

The attackers have the first turn. The battle
lasts for ten turns.

Special Rules

Looting.

. Scenario ¢ - Loot and Pillage

Victory Conditions

The attacker scores one point for each loot
counter in their possession at the end of
the game. The defender scores one point
for each attacking unit destroyed, fleeing at
the end of the battle or having fled from
the table. The player with the most points
wins the scenario.

Defender
Deployment Zone

e e
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Dread Raiders

You can use any army you like in Raid
scenarios, but those that contain fast
moving units and skirmishers work
particularly well. Dark Elves, Skaven,
Beasts of Chaos and Orcs & Goblins all
perform very well in raiding situations —
Wolf Riders, Beast Herds and the like are
all very characterful units when playing
Raids scenarios. Here is a Dark Elf army
optimised for Raids scenarios, with its Dark
Riders, Corsairs and Assassins.

The army is led by the dread-pirate,
Lokhir Fellheart, and represents a
contingent from his Black Ark, the Tower of
Blessed Dread. The core of the raiding
force is made up of two large units of Black
Ark Corsairs, that, along with the Reaper
Bolt Throwers, represent the Black Ark’s
contingent of Marines.

A unit of nobles, the Cold One Knights,
accompany the expedition, and the rest of
the army, Dark Riders and Shades, act as
advanced scouts despatched ahead of the
force making land.

Heroes
Lokhir Fellheart
250 points
Sorceress
Level 2 Wizard, Darkstar Cloak,
Dispel Magic Scroll.
185 points
Core Units
20 Black Ark Corsairs
Musician, standard bearer with
Sea Serpent Standard, Reaver.
250 points
Assassin
Two poisoned hand weapons,
Rune of Khaine, Cloak of Twilight.
141 points
20 Black Ark Corsairs
Musician, standard bearer, Reaver.
225 points
Assassin
Two poisoned hand weapons,
Rune of Khaine, Touch of Death.
151 points

5 Dark Riders
Repeater crosshows, musician,
standard bearer, Herald.

145 points

5 Dark Riders
Repeater crossbows, musician,
standard bearer, Herald.

145 points
Special Units
5 Cold One Knights
Musician, standard bearer,
Dread Knight with Null Talisman.
190 points

6 Shades
Bloodshade.
114 points
Rare Units \
2 Reaper Bolt Throwers
200 points f
1996 points

More Pillaging!

Next month’s issue contains the
second part of Gav’s article. He'll be
presenting us with four more
scenarios plus a campaign system
that allows players to link battles.

You can see counters, ruined
buildings and more on our web site:

www.games-workshop.com
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TITANS BATTLE TITANS
ON AN APOCALYPTIC SCALE

IN STORES SOON!



A TALE OF
FOUR GAMERS

It’s month two of our hobby challenge and our intrepid gamers take
to the field of battle for the first time. What new models have they
added to their armies? How will they fare in battle? And will Pete
have painted his models on time this month?

ast month we kicked off the new series
Lof A Tale of Four Gamers, which ON THE WEB

follows the lives and loves of four
hobbyists as they embark on the path of
collecting a new army. Each month we set
each of our gamers a new hobby
challenge, be it painting a new squad or
playing their first game. Then we check
back with them at the end of the month to
see how they've got on.

In Month 1, our gamers received their
first miniatures and began painting their
new armies. But, of course, painting and
assembling miniatures is only one part of
the hobby, so we decided it was high time
they played a game or two as well.

This month, we set our four gamers the
task of getting their armies to a battle-ready
state, and then to play their first games.

You can keep up to date with our
Tale of Four Gamers Diary at:

www.games-workshop.com

Month 2 Rules

Each month, we’ll assign each of our four gamers a task to build on their army in
some way, culminating in each player having an army of at least 1500pts. Then,
at the end of the month, we'll judge how well they’ve done and award them
points. At the end of the series, the player with the most points will win a
fabulous prize. Or some beer. For Month 2 we thought the players should start
gaming with their new armies, so points are on offer for playing games - if they
play several games before the deadline, they can pick their best result.

"~ Models painted on time . . . . 5pts Month 1
*| Models painted late ....... 3pts Leaderboard
| Models not painted. . ...... Opts Neil Hodgson  5pts
7 ?vafme played (best result) b Fil Dunn 3pts
[P S SRR e T, pts
DI VG S s e e 3pts Matt kititson 2pE

Pete Foley

'WARHAMMER

/40,000,

. WARHAMMER |

40,000,

CHAOS SPACEIARINES:

——

WARHAMMER '
! - 40,0004 i
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As the Studio lllustrator,
Neil’s been hard at work

recently painting loads of

beautiful Space Marine
banner designs for the
new Codex, which you’ll
be able to see next
month. Luckily, he's still
got plenty of appetite for
painting the Emperor’s
finest, and his army is
coming along nicely.

" A Tale of Four Gamers
RITES OF BATTLE

Last month we set Space Marine Veteran Neil Hodgson the task of building
a new Codex Chapter of Adeptus Astartes. Armed with pots of blue and red
paint and the Citadel Spray Gun, Neil has started a Crimson Fists army. This
month we catch up with him post-Black Reach.

Neil: Much as last month, when | painted
an entire Space Marine Battleforce, it was
pretty straightforward this month to decide
what | was going to paint and add to my
force — the contents of Assault on Black
Reach! The Black Reach models were
really nice to paint, not to mention quick
to put together. Better still, you can't tell
the difference between the new push-fit
miniatures and the multi-part plastics |
painted last month.

As promised last month, the first thing |
painted was the new Space Marine Captain
from Black Reach. Basically, | painted him
in the same way as the rest of my Crimson
Fists, except | took a bit more time with the
highlights, picking out a few of the details
in white. The end result makes him stand

\

A TALE OF FOUR GAMERS

out on the battlefield, whilst ensuring he
fits in with the rest of the army.

| also painted the plastic Dreadnought.
Because a Dreadnought straddles the line
between a tank and a miniature, it's always
a tricky prospect knowing how to paint it. |
used a combination of drybrushing — as |
do with my tanks — and regular highlights
and blending.

This month also saw my Crimson Fists
take to the battlefield for the first time. |
found a willing opponent in the form of
expert army painter, Chris Peach, and his
traitorous Imperial Guard army. As | was
midway through painting my Black Reach
Space Marines at the time, we settled on a
750pt game — just enough to get a flavour
for the army so far, without requiring me to



CAPTAIN FERNANDEZ OF THE THIRD COMPANY

Despite his close-call in
the battle, having stood
too close to an exploding
Dreadnought, Captain
Fernandez fought
admirably, leading the
Crimson Fists to victory
over the treacherous
Imperial Guard. Neil
painted the Captain
using the same
techniques as the rest of

his army, to make him fit Unlike the regular Tactical
Marines, Neil has painted

his Captain with two red
fists instead of one. Amongst
the Crimson Fists, this

denotes him as a veteran.

in with his Brother-
Marines, but by adding
white to the colour
palette, Neil has given
the model a distinctive
appearance, helping him
to stand out from the
rank-and-file.

step up my painting schedule! | had to
make a few choices with my force,
although after taking a HQ and two Troops
choices | didn’t have many points left over.
| took a unit of Assault Marines — always
useful, especially for scouring objectives
ahead of the Tactical Marines — and a
Dreadnought for dealing with any Imperial
Guard heavy support that Chris might have
squeezed in.

We rolled up an Annihilation mission —
kill as much of the enemy force as possible
— which was the first time I'd tried that
particular mission out. When my more elite
units, the Dreadnought and the Assault
Marines, were wiped out on the first turn,
| thought it was all over, but the Tactical
Marines proved more than up to the task.
The Assault Squad was charged by a unit
of Rough Riders and brutally cut down,
and the Dreadnought was blown up by a
lucky shot, wounding the nearby Captain
in the process! All the same, the Captain
and the squads of Tactical Marines did
really well — those 3+ power armour saves
proved invaluable, especially against the
Imperial Guard’s lasguns — and, after a
somewhat ropey start, | managed to claim
my first victory for the Crimson Fists.

Next month sees the release of the new
Codex: Space Marines, and | can hardly
wait. I've had a sneak peak at it and it's all
very exciting — I'm planning on adding
Pedro Kantor and a unit of the new
Sternguard Veterans to my force, which
should reinforce the Crimson Fists
background and character in my army. Up
until now they've only been Crimson Fists
superficially — next month they become
Crimson Fists through and through.

Month 2 Score:

Moadels painted on time;
Game played: Win

750 POINT FORCE

Space Marine Captain
equipped with power
weapon, bolter and
frag grenades.

77 points
10 Tactical Marines
including missile launcher
and flamer.

166 points
Rhino
equipped with
storm bolter.
50 points

10 Tactical Marines
including missile
launcher, meltagun, and
Veteran Sergeant with
power fist.

200 points
Dreadnought
equipped with
multi-melta.

115 points

5 Assault Marines

including Veteran

Sergeant with power fist.
140 points

748 points

month. Unfortunately for Neil, Chris Peach blew the Dreadnought up in the first turn
of the first game it was used! Hopefully not a sign of things to come.

www.games-workshop.com
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LATE AGAIN

We set resident tournament expert, Pete Foley, the challenge of building a
competitive army ready to take on all challengers. Pete’s 1500pt Eldar army
is now well underway, although not fast enough for White Dwarf’s liking...

Pete Foley works hard
and plays hard, bossing
the ‘Eavy Metal team
around all day, and
gaming all night...
literally! Pete recently
completed an Iron-
hammer session, playing
Warhammer for 25 hours
solid. No wonder his
painting is so far behind...

MASTERS OF DEST

Pete has extensively
converted his Autarch on a
jethike, modelling an
underslung reaper launcher
onto the model. As with all
of his flying stands, Pete has
replaced them with pieces
from the City Ruins set, to
give the impression that they
are engaged in a cityfight.

Paint faster, Foley!

Pete: For the second instalment of my
voyage through A Tale of Four Gamers, |
finally managed to field painted miniatures
on the tabletop. Last month | had ensured
that | had a legal painted army by taking
care of my two Troops choices and an
Autarch for the HQ slot. This month |
decided to bring out the big guns and
painted a Falcon Grav Tank.

It really is great when you have painted
all your compulsory choices and you have
the rest of the Codex to choose your army
from. It is a very liberating experience.
However, having been on the wrong end
of a beating at the hands of several
different Eldar armies, the common theme
of Falcons aplenty drew me straight in.

After playing his first games, Pete added a
Farseer to his army list. This gives him two HQ
choices along with the Autarch, making for a
more flexible force on the battlefield.

WHITE DWARF A TALE OF FOUR GAMERS

A Tale of Four Gamers

With the pulse laser to take care of tanks
and a scatter laser for dealing with infantry,
the Falcon has a tool for every job. It also
has the added advantage of being virtually
indestructible (or that is how it's felt for me
in the past, playing against them with my
Blood Angels).

The new Warhammer 40,000 rules
have meant that these awesome tanks are
now a little less overbearing as, if you can
pin them down in combat, they are unable
to rely on their very reasonable front
armour. Their shooting proficiency has also
decreased slightly, because defensive
weapons have been reclassified to Strength
4 instead of 6.

My first game was against my mate
Andy and his Space Marine army. It
packed a fair punch for 750pts, and he had
managed to squeeze a Land Raider into it
too! Although | lost, it was a close call and
it taught me a great deal about how to use
the Eldar army | was constructing. In fact it
taught me a lesson which directly affects
my army selection for this month.

| knew that Eldar were a fragile army —
each unit needs to work in harmony with
the others or the whole army will quickly
fall apart. | didn’t believe it at first, but
playing with Eldar over the last month has
really changed my mind. Talking to Phil
Kelly (it really is handy to have the author
of the Codex within shouting distance), he
gave me a solid piece of advice, which |
hope he won't mind me sharing. It is
advice concerning the value of the Farseer
in piecing together the various strands of
your army. In every game there comes a
turn where you really need to blow up that
tank or you really need that assault to go
your way, and with a Farseer you can turn
what was a risky manoeuvre into a much
more favourable stratagem. Ignoring the
more destructive psychic powers like Mind
War and Eldritch Storm, | have selected
Guide and Doom. Both of these are
powers that can really augment your
army’s ahilities in one part of the
battlefield. Deploying him with the Dire
Avengers in the Wave Serpent keeps him
fairly safe as well as making sure he's
manoeuvrable enough so he can lend his
weight to the part of the battlefield that
needs him most.

My second game was against a
completely different type of army and |
have already seen the difference in the




army's capabilities. | played against the
Dark Eldar army of another friend, Chris.
The Eldar’s cursed cousins have many
tricks up their sleeve and battling against
them can be a tough proposition (I should
know, as | have a Dark Eldar Wych Cult
army of my own). My Farseer was able to
aid the rest of my force to victory, Guiding
the Falcon whilst Dooming several Dark
Eldar units which, with my rather poor dice
rolling, would otherwise have survived
unscathed. | think | can safely say that the
combination of a Farseer and an Autarch
is here to stay!

Next month | am going to have to bite
the bullet and start painting the rest of my
Guardian Jetbikes. Three more units need
to be painted and that should round out
the army to about 1000pts. That's a lot of
iconography to paint, so I'm going to need
a steady hand over the next month.

Month 2 Score:

Models painted late;
Game played: Win

PETE'S REVISED 1500-POINT FORCE

Autarch
riding an Eldar jetbike and equipped
with laser lance, Banshee mask and
reaper launcher.

148 points
Farseer
equipped with Doom, Guide and
spirit stones.

120 points
10 Dire Avengers
including Exarch with power
weapon, shimmershield, Bladestorm
and Defend.

177 points
Wave Serpent
equipped with twin-linked Eldar
missile launchers, shuriken cannon,
spirit stones, vectored engines and
star engines.

175 points
3 Guardian Jetbikes
including a shuriken cannon.

76 points

3 Guardian Jetbikes
including a shuriken cannon.

76 points
3 Guardian Jetbikes

66 points
3 Guardian Jetbikes

66 points

4 Shining Spears
including Exarch with star lance,
Skilled Rider and Withdraw.

202 points
Eldar Falcon
equipped with scatter laser, holo-
field, vectored engines and spirit
stones.

195 points
Eldar Falcon
equipped with scatter laser, holo-
field, vectored engines and spirit
stones.

195 points

1496 points

Pete has changed his army list since Month 1 after playing his first few games. Out go the
Viypers, to be replaced by a Farseer. Pete had to drop something from his list to make room for
his new HQ, and didn’t want to lose any Troops choices or heavy-hitters such as the Falcons.
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White Dwart’s own

Matt Hutson is a long-
time Space Marine
aficianado, having
collected 10 armies of the
Emperor’s finest over the
vears. The Red Corsairs
mabke it 11, and he’s just
started on Space Marine
army number 12/

HAMMER-

@ Tale of Four Gamers
THE BLOOD REAVER

Matt Hutson is busy collecting a Red Corsairs army, diligently making sure
it fits the background of this traitorous Chapter. Last month we left him
with a rapidly expanding force, bolstered by renegade Space Wolves. This
month they are joined on the battlefield by the Tyrant of Badab himself.

Matt: Whilst Neil and Fil were struggling
under the sheer weight of models from
Black Reach, | had a little more free reign
with what to add to my army this month. |
wanted to play my first proper game (the
drubbing | handed out to Fil last month
doesn’t count) so |
had to make the
army legal — this
meant painting up
an HQ choice, and
so | chose none
other than Huron
Blackheart, the
Tyrant of Badab
himself.

There was no doubt in my mind that |
wanted to include Huron Blackheart in my
army. He stands at the heart of the Red
Corsairs’ background, and it would be
remiss of me not to include him. It helps
that the model is beautiful too, one of Juan
Diaz’s finest — in fact it's one of the main

in my army.”

A TALE OF FOUR GAMERS

“There was no doubt in my
mind that | wanted to
include Huron Blackheart

reasons to collect a Red Corsairs force!

| really wanted to go to town on Huron
so | dug out the ‘Eavy Metal Masterclass
from White Dwarf 333. | quite often turn to
the ‘Eavy Metal team when I've got a
particularly nice model to paint, and the
stage-by-stage advice
in the Masterclass
article is full of
invaluable tips. You
don’t have to paint to
an ‘Eavy Metal
standard to get
something out of a
Masterclass — a novice
painter can get just as many useful tips and
techniques from the article as a more
experienced painter can. I'm fairly
confident with my own painting skills, but |
still learned something new — when
painting black, paint it grey and then give
it a black wash so it has a ready-made
highlight from the start.




| also painted up two extra Chaos
Terminators. If you remember back to last
month, | talked about painting the bare
minimum of Terminators — three — to make
the squad legal. Well this month | wanted
to give the squad a bit more “oomph,”
taking it up to five strong. In my upcoming
game | planned to take two of these as
Terminator Champions, representing some
of the original hardened veterans of the
Astral Claws Chapter who turned against
the Imperium. With the addition of a
combi-flamer, my army was really taking
on a fiery theme — so far I've got two heavy
flamers, two combi-flamers and a flamer,
so it should do great against horde armies.

For my first proper game | decided to B o
pick on Studio Sub-editor, Andrew Kenrick i T qi
and his Salamanders army. Army selection
was easy — we played a 750pt game so |
basically took everything | had! But this
doesn’t mean that | had a random selection
of miniatures in my army — |'ve carefully
planned things out and have been

IC GRAPHY

LORD OF THE MAELSTROM

Huron Blackheart, the Tyrant of Badab and Chapter Master of the
Astral Claws, is one of the most dangerous foes facing the Imperium.
After fleeing Badab following the siege of the Palace of Thorns, Huron
has gathered an army of pirates and renegades in the Maelstrom.

White Dwarf 333
featured an ‘Eavy Metal
Masterclass for painting
Huron Blackheart. Matt
used the techniques from
the article to get the best
out of his model.

NG '"' "Blll}ll!nnr

CHAOS SPACE MARINES

Matt started by painting Red Corsair markings on by hand, but
decided to speed things up by making his own transfers instead.

‘Favy Metal’s Keith Robertson helped Matt
make his own transfers by printing the symbols
out on a sheet of printable transfer paper
(available from specialist hobby stores). Matt
then applied them just like Citadel transfers.
The designs Matt used are on our web site.

www.games-workshop.com

collecting my army to an army list. In
short, | hammered the Salamanders, but
due to getting carried away killing the
loyalist Space Marines, I'd forgotten to
claim any objectives before the game
ended on Turn 5, meaning the game was a
draw! My ten-man squad had actually
spent the entire game four inches away
from one of the objectives but had got too
preoccupied shooting their lascannon at
the enemy to move onto it. Perhaps | was
getting into the background of the Red
Corsairs a bit too much!

Despite this slight mishap, the army
performed very well indeed. Taking an
aggressive approach to the game really
paid off, putting Andrew on the back foot
from Turn 1. Huron tore apart the
Salamander Captain, thanks to the
combination of his power fist and the
Warptime psychic power, and the
Terminators’ array of flamer weapons
ravaged a Tactical Squad. That said, my
ability to snatch objectives was somewhat
limited as | only had two Troop choices,
with hindsight | should have split them into
at least three squads of five.

Next month | think | need to add more
Troops to my army, as well as something a
bit nasty for the Shooting phase. I'm
thinking of adding at least another squad of
five Chaos Space Marines to give me three
Troop choices, as well as a fearsome
Vindicator to give me a much-needed
boost to my hitting power.

Month 2 Score:

Models painted on time;
Game played: Draw

www.games-workshop.com
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'ERE WE GO AGAIN

When not painting
models by the dozen or
consuming vast quantities
of doughnuts, Fil Dunn
can often be found hiding
from his pet rabbit, which
apparently has a vicious
streak a mile wide. You
can’t make this stuff up...

Last month we gave Fil a whole Battleforce to paint, and this
month he’s got the contents of Black Reach - that’s a lot of Orks
by anyone’s standards. Luckily, Fil has experience (and a helpful
painting assistant in the form of his wife...) on his side.

Fil: Normally, especially in my day job,
| hate batch painting. I prefer to paint
miniatures one at a time, but with the sheer
number of models staring at me from Black
Reach | had to ditch that plan! | assembled
and painted ten models at a time - it’s hard
work, but it's the most efficient way of
getting them done and on the table. Well,
it's either that or ask my wife to help!

| painted all of the Orks from Black
Reach this month and, actually, it wasn't
the hard slog | thought it would be. The
models are spot on and fit in with the rest
of my Orks perfectly. | mixed the Black
Reach Orks in with the Orks from the

’EAD OF THE WAAAGH!

The Ork Warboss from the Assault on Black Reach boxed game is a
dynamic, three-part miniature ideal to lead an Ork Waaagh!
Fil decided to use the model as the HQ choice for his army.

Fil painted his Ork Warboss in the
same way as the rest of his
greenskin horde, to ensure that he
fits in with the rest of the army. He
did lavish additional attention on
the details of the model, like the
blood-splatters on the power klaw.

8 WHITE DWARF
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Fil grimaces as his Orks come under sus
army. As Fil discovered during the game,
running across the battlefield, but it’s wel/ warth it

Battleforce, using the multi-part plastic kits
to make some extra Nobz to lead them.
This gives me two 20-Ork squads, each
with a Nob, and once they’re painted and
on the table you can't tell the difference.

The Deffkoptas were nice and simple to
paint, mainly because they're made of
rusted scrap-metal! | used the same
technique on them as | did when painting
Ork armour — lots of battle damage.
They're assembled straight out of the box,
with my customary addition of a glyph
plate or two.

The new Ork Warboss is fantastic.
Because I'm painting my Orks as members
of the Goff Clan, I'll be looking to have
Ghazghkull at the head of my army at
some point, but until then I'm more than
happy to have the Black Reach Warbass as
my HQ. | started by taking a bit more time
painting him, lavishing more attention on
him and so on, but | ended up spraying
him black and starting again! | wanted the
Warboss to blend in with the rest of the
army so | painted him the same way as the
rest of my Orks. If it's good enough for a
Boy, it's good enough for the Boss.

| got to play my first proper game (last
month’s mini-game against Matt doesn’t
count!), playing a 750pt game against
Glenn's Eldar army. It was a really friendly
game and he managed to force me to a
draw, so I've still not won with the

tained fire from Glenn’s fast- -moving Elcar
Orks take a lot of punishment whilst

when they get there.




taking some getting used to. I'm used to
highly specialised armies — Deathwing,
Chaos Space Marines or mechanised Tau —
where everything has a specific role. Orks
aren’t quite so specialised, although they're
very good at what they do — smashing
things up in an assault!

| got a bit carried away by this though
and charged forwards with everything,
completely abandoning my home
objective! This was clearly a bad idea
against those slippery Eldar, and Glenn's
jethikes swooped round and snatched it
from right under my nose! My Warboss
and the Nobz Mob did fantastically,
despite their Trukk being blown up on
Turn 1 by a sneaky Wave Serpent. They
smashed everything they could get their
green hands on, nabbing me an objective
from the Eldar, although they had to walk
across the board and get shot by everything
along the way. | think some more Trukks
are in order for the future, to get my Boyz
into contact with the enemy earlier on.

e

OPPOSING VIEW

White Dwarf's
Glenn More says:

It was an interesting
game, and not only
because Fil was so new
to his army.The game
was small, which made
it very tactical, every
unit having a specific
role with no
redundancies. It's
always daunting
fighting Orks - facing
45 models in a 750pt
game is intimidating
to say the least. And |
was caught out by his
Warboss making his
Nobz Mob a Troops
choice, and thus able
to take objectives!

Month 2 Score:

Models painted on time;
Game played: Draw

The Deffkoptas were the stars of the
show though. A lucky rokkit from one of
them destroyed the Wave Serpent in my
first Shooting phase — revenge for my
Trukk! They also hacked up the Dire
Avengers in assault, before doubling back
towards my own lines to chase off those
pesky Guardian Jetbikes. The game ended
on Turn 5 — one more turn and | might
have been able to contest the second
objective and claim victory!

Next month I'm going to add another
Trukk and 1'd also like something to pull
fire away from the rest of the army — I'm
thinking either a Dredd or some Killa Kanz,
or maybe both!

NEXT MONTH

Next month our four gamers’ armies
reach 1000pts and we have a special
task in store, worth some precious
bonus points.

www.games-workshop.com
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THE BATTLE FOR

BLACK REACH

Resident alien enthusiast and author of Codex: Orks, Phil Kelly, presents a three-
stage campaign based around the contents of the Assault on Black Reach boxed
game. These missions can be played independently or as a linked campaign, so read
on, grab your box set and get playing!

BLACK REACH

Orb. Dist. 1.19AU
1.45G/Temp 34
Mining-Class Hive World
Tithe Grade: Alpha
Aestimare: T1001
Population: <numeric
signature under
re-evaluation>

Principal Exports:
Munitions, auric geodes,

Thought for the Day: To
better thyself in the eyes
of thine Masters is reward
enough.

<POINTS OF INTEREST>
- Ghospora Hive

- Sulphora Hive

- Hive Lylith

- Eusthenos Hive

- Hive Arachnis

- Black Gulch

- Blackwallow River

- The Sable Sea

and three-toed sandsloths.

in a timeless epic of violence and

bloody conflict fought between the
Adeptus Astartes and the hordes of green-
skinned aliens that seek to conquer the
galaxy. So numerous are the Ork invasions
that plague the stars that, despite the
swiftness of the Space Marine Strike
Cruisers, the Adeptus Astartes often arrive
too late to stop once-productive Imperial
worlds being consumed by war.

Such was the case with the mining
world of Black Reach and, to a lesser
extent, its neighbouring planets Jede’ogh
and Voldermacht. All three planets were
overcome by a surging Ork Waaagh!
which burst into realspace through
Jorgund’s Eye, a wyrmhole thought to be
connected to the Eldar webway in the
Vidar sector. How the primitive Ork fleet
pulled off such a feat of interstellar bravado
is unknown, but the greenskin forces
descended upon the Black Reach system so
quickly that such questions were put aside
in favour of
readying for the
coming battle.

The planet of
Black Reach,
though ostensibly
valueless, is of
great tactical
import to the
empire of Ultramar.
The planet is surrounded by a series of
asteroid belts so dense that, should Black
Reach and its vast array of orbital debris
ever become infested by aliens, it would
take centuries to exterminate them all.
Furthermore, the magnetic elements of the
asteroid belt make it extremely difficult to
contact Black Reach from out-system, let

B lack Reach is but the latest battlefield

" Va]one augur the whereabouts of individual
’ a

rmies and their war leaders. An alien
invasion could be mustered there, right

o under the nose of Ultramar, and remain

undetected until it was time to strike.

As a result, when the fleet’s long-range
auspice arrays confirmed their Astropaths’
claims that the system of Black Reach was
under attack, the warriors of Ultramar were

LACK REACH CAMPAIGN

“The Ultramarines were
ever famous for their
courage and skill in the
face of extreme danger.”

left with no choice. Without any real
knowledge of the size or disposition of the
enemy forces, the Adeptus Astartes would
have to engage the invaders upon Black
Reach itself and, bereft of any real support,
destroy every last one of them before the
system became choked with greenskin
spores. Due to the encroaching Hive Fleets
penetrating the eastern sector of the
Ultramar empire, only the Ultramarines
2nd Company could he spared to stem the
Ork menace. Captain Sicarius, an inspiring
leader and exceptional warrior whose star
was in the ascendant, was tasked with
taking a detachment of Ultramarines
planetside, ascertaining the disposition of
the Ork forces and reinforcing the
embattled Imperial Guard garrison native
to Black Reach. The Captain also had a
mission of his own — to bring back the
head of the Ork war leader behind the
invading horde.

Sicarius vowed that his men were equal
to the task, provided they were afforded
full planetstrike
support from the
Imperial Navy. The
Captain’s plan was for
the fleet to unleash a
punishing orbital
bombardment of melta
and plasma warheads
prior to the
Ultramarines’ main
attack, whilst heading planetside within his
personal Thunderhawk Gunship, the
Gladius. Sicarius would seek out the
sections of the battlezones where the Ork
forces still maintained a disciplined
formation even in the terrifying midst of the
bombardment, reasoning that this would
be the location of the Ork Warboss. He
would then land and personally execute
the Warboss at the heart of this new
invasion. It was a plan so audacious that
even Sicarius’ sergeants had their doubts as
to its feasibility, but the Ultramarines were
ever famous for their courage and skill in
the face of extreme danger. Battle-hymns
were sung, weapons were primed, and
before long the strike was launched.
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THE CAMPAIGN

Any general worth his battle scars knows that winning a battle is not the same as
winning a war and, for many, the wargaming campaign is the zenith of the hobby. If
you’ve never played one before, this is an ideal place to start!

What'’s a Campaign?

A campaign is a series of linked games,
usually set in the same battlezone or upon
a particular planet. There are many
different types of campaign, ranging from a
simple set of themed games to world-
spanning map campaigns (watch out for
the 40K answer to Mighty Empires in future
issues...). The Assault on Black Reach
campaign presented here is nice and
simple — a series of three linked games set
in the shattered outskirts of Ghospora Hive.
As with all campaigns, winning a single
game is not enough — whichever
combatant does the best overall will be the
ultimate victor. This is one of the reasons
why campaigns are so much fun — it is
possible to wrest victory from the jaws of
defeat, and so the winner must press home
his advantage every chance he gets.

Playing the Campaign

The Assault on Black Reach campaign
cannot be played in one day — instead you
will need to play it over a weekend, or
even a period of a few weeks. Though the
first and last missions only require two
players to duke it out, the second mission
requires a lot of models and hence is best
played with a bunch of friends. Many
campaigns like to save the biggest battle till
last, but we wanted the Assault on Black
Reach to focus on the bitter rivalry
between Captain Sicarius and Warboss
Zanzag, so the last game is a little more

%
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WHITE DWARF BLACK REACH CAMPAIGN

character-focused. This gives the two
principal players of the campaign time to
work up a good rivalry for the grudge
match of the campaign’s finale.

Sicarius and Zanzag

Veteran gamers may have seen their
favourite characters ‘die’ on the battlefield
dozens of times, but somehow they always
come back. We like to think this is because
the battle leaders of each army are tough
as nails and possessed of true grit — a lethal
blow that would kill a lesser mortal might
only knock our heroes out, or send them
sprawling into the dust. You can rest
assured they will return, ready to restore
their honour and wreak their bloody
revenge. In other words, if Zanzag or
Sicarius “die” several times over the course
of the campaign, don’t worry about it — a
lifetime of pain and suffering is par for the
course in the 41st Millennium!

Winning the Campaign

Every campaign needs some criteria by
which a player can emerge triumphant. In
the Assault on Black Reach campaign this
is simple — every game will award one or
both players a number of “Campaign
Points”, depending on the objectives of the
mission. Keep a record of the number each
player accrues over the course of the
campaign. The player with the most
Campaign Points at the end of the
campaign is the winner, simple as that.

S S ey |

WHY APOCALYPSE?

The second mission in
this campaign uses the
Apocalypse rules. This is
because an important
part of playing
Warhammer 40,000 is
that, provided your
opponent agrees to it,
anything goes! We want
to encourage gamers to
play weird and wonderful
scenarios and to use all
the models in their
collection from the get-
go. If you don’t have a
large collection of
models, you can get
together with a few
friends or the lads down
the local gaming store,
combine your forces and
play a multi-player game
— there should be no
shortage of Ork and
Space Marine players to
help bolster your forces.
Alternatively, if you
prefer a more traditional
Warhammer 40,000
game, you can skip the
big game in the middle of
the campaign and cut
straight to the exciting
climax. Be warned,
though, you will be
missing out on a real
battle royale...




SCENARIO ge)\iJ

Tue Eve Or THE STORM

This scenario uses just the contents of Assault on Black Reach.

pon the embattled world of Black
U Reach, a punishing orbital

bombardment from the Strike
Cruiser, Valin’s Revenge, hammers into the
ranks of the greenskin invaders. Seeking to
confirm the ever-resourceful Warboss
Zanzag's death by killing him personally
outside the walls of Ghospora Hive,
Captain Sicarius leads a Thunderhawk
assault upon the Ork leader. Sicarius’
tactical acumen quickly locates Warboss
Zanzag and his retinue, and the Captain
issues the order to land the Thunderhawk
and attack. As all around is consumed by
the wrath of the orbital bombardments,
Sicarius and Zanzag meet blade to blade
in the eye of the storm.

Objective: Decapitation
The players are attempting to slay the
leader of the opposing force — Zanzag so
he can mount Sicarjus’ head as a trophy,
Sicarius so he can save the system of Black
Reach from an eternity of war against an
infestation of Orks.

If the Ork player has killed Sicarius by

Whilst the warring forces close, all hell breaks
loose around them as the Imperial Navy
continues their bombardment. At the end of
each game turn, both players roll a dice. If one
player rolls a 1, then all models within 6" of a

Special Rule: SICARIUS’ GAMBLE

the end of the game, he scores a victory
and is awarded one Campaign Point.
Conversely, if the Space Marine player has
killed Zanzag by the end of the game, he
scores a victory and is awarded one
Campaign Point. Any other result is a draw
— no Campaign Points are awarded.

Set-up

1. Set up a 4' x 4' table. The Ork player
deploys first. He may deploy his units
anywhere on the table provided all units
have a model within 6" of the Warboss.

2. The Space Marine player then sets up
anywhere on the table, though no model
may be within 12" of an Ork model.

3. The Deffkoptas may then make their
scout move.

4. Roll a D6. The player with the highest
score may choose to go first or second.

Game Length

The game lasts six turns, by which time the
bombardments have grown too intense and
both sides are forced to withdraw to safety,
carrying their fallen with them.

board edge take a 57 hit with an

AP of 3 as the inferno rages around them. If
both players roll a 1, then a warhead
detonates on their position! All models on
the board take a §7 hit with an AP of 3.

CAMPAIGN

aptain Sicarius
gritted his teeth as
Brother Haxis

drove the Thunderhawk
Gunship into a punishing
vertical dive, plunging
through the maelstrom
like a flaming spear.
Great roiling clouds of
plasma blossomed all
around the Ultramarines
gunship as they neared
the heart of the
bombardment. Though
the ceramite on the
roaring Thunderhawk's
hull burned red-hot and
great sheets of flame
trailed from its wings, the
gunship’s Chamber
Sanctuarine was as cool
as the crypt. Sicarius
allowed himself a small
measure of pride that,
despite the deafening
noise and sickening
violence of the flight, his
men stood still as statues
within their alcoves, eyes
closed in contemplation of
the battle to come,

At the back of the red-
lit chamber loomed the
familiar sithouette of
Brother Agnathio, his
towering Dreadnought
shell rattling in its transit
scaffold, ready to be
deployed. Sicarius had
under his command a full
Tactical Squad, the
legendary Terminators of
Squad Helios, and
Brother Agnathio — a
mighty force indeed, His
noble brow furrowed as
the Captain prayed it
would be force enough.

Through his
occuliport, Captain
Sicarius could see that the
ochre sands outside
Ghospora Hive were
turned green — the sick,
alien green of the Ork.
Here and there the green
turned to fiery orange
and finally blood red as
explosive warheads
detonated in the midst of
the horde. Everywhere,
Orks ran for cover, but a
tight group of greenskins
still advanced upon the
Imperial Guard bastions
as if the bombardment
was nothing more than
light rain.

“Brother Haxis!" he
bellowed, “Set her down!
Battle brothers, prepare to
engage! This day we see
glory or we see death!”
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SCENARIO gay/e;

AssAuLT ON ZANzAG'S LAIR

This battle is an Apocalypse mission with at least 3000 points per side. The forces must
include a Space Marine Captain and an Ork Warboss. In addition to their agreed points,
the Imperial side has a Thunderhawk Gunship, and the Orks have an Ork Submersible.

walls of Ghospora Hive, and both factions recovered

swiftly from their earlier encounter. Sicarius was
unable to trace Zanzag's retreat, so instead he tasked Scout
Sergeant Telion with finding the Warboss’ hidden lair.
Telion did this by waiting patiently for Zanzag's Lootas to
appear and, when they surfaced, placing a tracer beacon
upon their ramshackle submersible before it returned to
base. Armed with the coordinates of the Ork base, the
Ultramarines readied their forces and prepared to mount a
full-scale raid upon Zanzag's position.

F orced to withdraw, Zanzag escaped the battle at the

The Assault on Zanzag’s Lair is a game of Apocalypse,
with the following exceptions:

Objective: Annihilation

Not only must each force attempt to secure objectives,
but they must also attempt to kill each others’ war
leaders. If Sicarius is slain, leave his model in place,
lying on its side. That model represents an objective
that can only be claimed by the Ork side.

Conversely, if Zanzag is slain, he is left lying

on the table as an objective that only

the Space Marine side can claim.

Special Rule:

Winning the Game

The winner of the game is the player with the most
objectives at the end of the game. If both players have the
same number of objectives, count up victory points to see
who is the winner of the game. That player is awarded a
Campaign Point.

An extra Campaign Point is awarded if a player
manages to take down his enemy’s war leader (Sicarius or
Zanzag). Keep track of how many Campaign Points you
have accrued — you'll need them to see who has won the
Black Reach campaign.

4\
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THUNDERHAWK ASSAULT

The Imperial side begins the game with the Thunderhawk
already in play; it may not be held in Strategic Reserve. It is
treated as a skimmer for the duration of the game -
though Zanzag's lair is enormous, there isn't enough room
for a Thunderhawk Gunship to go flying about the place!

WHITE DWARF BLACK REACH CAMPAIGH




SPECIAL STRATEGIC ASSETS

In addition to the normal strategic assets available to the players, they receive

the following new assets:

Ork Force

Supashootas
Zanzag is not only a determined and deadly
Warboss, but also something of a dab hand
with machinery, having begun life as an
ambitious Mek. When he is not bashing in
heads, Zanzag likes to build new and ever
more devastating war machines and weapons
to test upon his victims. Perhaps his finest
creation is the supacharged shoota, which
sacrifices a high rate of fire in exchange for
the ability to use the deadly ammunition
captured from the Adeptus Mechanicus
testing facility on the neighbouring forge
world, Voldermacht, All shootas used in this
scenario have the following profile:

Range Str AP Type
Supashoota 18" 5 3 Assault 1

SUB STORIES

The datasheet for Ork Submersibles can be found in
WD344. We found that it was fun and easy to make an
Ork Sub and, because of the ramshackle nature of Ork
machinery, a credible model can be scratch-built with but
an afternoon’s work. The Studio’s submersibles were built
from lengths of pipe, disused drinks bottles and plastic
cups, which were then suitably adorned with guns, plastic

Imperial Force

Surprise Assault

The first the Orks knew of the Space Marine
attack was when the Thunderhawk Gladius
burst through the waterfall at the mouth of
Zanzag's lair, guns blazing. The havoc that
ensued was utter chaos and it took a good
while before Zanzag could restore order.

To represent the effects of the Space Marine
ambush, the Ork player must set up first.
Despite this, the Space Marine player still
takes the first turn. Due to their surprise, all
Ork units are at -1 Ld for the first turn of
the game. Make sure it counts!

shields and a liberal sprinkling of Orky know-wots!

CAMPAIGN

“Wozzat?" said Zanzag to
himself, his mutilated
face creased in
concentration as he put
the finishing touches to
his twin-linked
supashoota. There was a
deeper rumble
underscoring the roar of
the waterfall obscuring
the front of the cavern,
and it seemed to be
getting louder.

“Oi! Wozzat! Get
over ‘ere!” shouted
Zanzag. “You've got da
biggest ears of da lot, wot
do you make of that
rumblin’ noise?”

The big-eared runt
scurried forward. “Probly
jus' that squig curry
wot..."

The unfortunate
Gretchin didn't have a
chance to finish his
sentence before he came
apart in an explosion of
bone and black blood.
Emerging through the
waterfall was a gigantic
spacecraft, brackish water
hammering onto its blunt
prow and spraying in all
directions as heavy bolter
fire raked the cavern.

“Looks like they found
us ladz,” shouted Zanzag
over the deafening din of
the Thunderhawk's guns.
“Grab yer shootas and
give ‘em hell!”

www.games-workshop.com
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THE BEAST AT BAY

he Space Marine strike force has
T inflicted terrible casualties upon
Zanzag's forces, but Captain Sicarius
will settle for nothing less than killing
| Zanzag once and for all. As they are
fighting their way clear of Zanzag's
underground hideout, the Ultramarines find
that Zanzag has fled through the tunnels at
A the rear of the cavern. They plunge into the
¥ tunnels in hot pursuit. Just as the Warboss
tastes the sweet air of freedom, the
remaining Ultramarines emerge from the
' minehead on the other side of the
‘mountains and bring him to bay. There can
. Lonly be one victor, as the maddened Orks
prepare to sell their lives dearly.

Space Marine deployment zone E

58 WHITE DWARF BILACK REACH CAMPAIGN

This mission is played with 1500 points per side, which
includes the contents of Assault on Black Reach.

Objective: Seize and Destroy
The player who controls the most table
quarters at the end of the game wins. To
control a table quarter, a player must have
a scoring unit within the zone (see map,
below), with no enemy units contesting it.
A squad can only ever control one table
quarter — if a scoring unit straddles several
zones, the controlling player must choose
which one they are contesting.

If Sicarius is killed, the Ork player adds
one to the number of table quarters he has
claimed. If Zanzag is killed, the Space
Marine player adds one to the number of
table quarters he has claimed. The winner
of the game receives one Campaign Point.




An extra Campaign Point is awarded if
a player manages to take down his enemy’s
war leader (Sicarius or Zanzag). Remember
to keep track of how many Campaign
Points you have accrued. At the end of this
game, the winner of the campaign is the
player with the most Campaign Points.

Set-up

1. The table is divided into four quarters.

2. The players roll off, and the winner

chooses one of the quarters as his

deployment zone. He then deploys his

forces in that quadrant of the table,

ensuring no models are within 12" of the

centre of the table.

The other player then deploys his own

forces, ensuring no models are within

12" of the centre of the table.

4. Units may choose to use their infiltrate
or scout abilities.

5. The players roll off, and the winner
chooses whether to go first or second.

=

Special Rule:

PROMETHIUM PIPELINE

A conduit for Ghospora Hive's fuel supplies, this pipeline is hundreds of
miles long and, since the orbital bombardment, it has become damaged
extensively. The promethium pipeline is counted as difficult terrain that
confers a 4+ cover save. Occasionally, great gouts of flame shoot from
ruptures in the pipeline. To represent this, infantry models that end any turn
on top of the pipeline must roll a dice, taking a wound on the roll of a 1.

Game Length

At the end of Turn 5, roll a dice — on the
result of a 1 or 2 the game ends, if any
other result is rolled the game continues.
At the end of Turn 6, roll a dice — on the
result of a 1-4 the game ends, if any other
result is rolled the game continues for one
final turn.

Winning the Campaign

Once all three games have been played,
tot up the amount of Campaign Points that
each side has accrued. The player that has
the most Campaign Points is the overall
winner. His opponent must refer to him as
Most Victorious Excellency for the rest of
the day, and can rest easy knowing that
Black Reach has been saved/despoiled by
their hand.

Now turn the page to see the Beast at Bay
mission played out by old gaming rivals
Phil Kelly and Matt Hutson.

CAMPAIGN

“Beast! Come out and
fight, beast!" shouted
Captain Sicarius, blood
coating one side of his
face, dried in abstract
patterns like a map of
this shattered world. In
the darkness of the
subterranean tunnels,
Sicarius swung his blade
left and right in short but
vicious slashes. “I have
your death here at the
point of my sword!"

His despair was
interrupted by Sergeant
Octavian's clipped tones.
“Brother-Captain, Squad
Helios are reporting
sunlight from the other
side, and a crevasse wide
enough even for Brother
Agnathio to negotiate.
Shall I begin the muster?”

“Do so at once,”
replied Sicarius.

Within the hour they
had caught up with
Squad Helios, and
Sicarius was striding
confidently forward into
the vanguard of his force.
Sunlight streamed from
the minehead in front of
them, and Sicarius’ eyes
opened wide as he saw
Zanzag and his retinue
loping towards them.

“We have them!
Ultramarines, engage
and destroy!"

www.games-workshop.com 59



WARHAMMER _ASSAULT ON BLACK REACH

e/ il e

HE BEAST

="
- b

AT BAY

It’s the gripping, climactic battle to the Black Reach campaign; can
‘Captain Sicarius slay Warboss Zanzag and halt the green tide?
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couldn'’t resist playing one of the

Black Reach scenarios from Phil
Kelly’s campaign. The third scenario in
the campaign, representing the final
assault on Zanzag's retinue amidst the
ruined landscape of Black Reach, was
perfect (full scenario details can be
found on the previous pages).

The scenario is not only exciting as it
forms the concluding act to the
campaign, but from a tactical perspective
the players will be starting with the core
of their force dictated by the contents of
the Black Reach box. Both commanders
can then bulk out their force from their
respective codexes to the 1500-point
limit. Taking a predetermined force and
then adding to it to match your style of
play makes for an interesting challenge.
Do you try to complement what's already
there to get a balanced, overarching

For the battle report this month we

pam——

BATTLE REPORT

force? Or do you use the remaining
points to create a more specialised,
separate contingent with a specific task
in mind?

To get the most out of these tactical
challenges we asked two old adversaries
to reprise their long-standing rivalry. Phil
Kelly would take the role of Zanzag -
Phil, as some of you will be aware, wrote
the Ork Codex, so is more than qualified
at getting the best out of the greenskins.
Facing him, in the blue corner, is White
Dwarf stalwart and man with an
unhealthy Space Marine obsession, Matt
Hutson. Phil and Matt have played one
another many times and have chalked up
roughly the same amount of victories
against each other — although Phil always
seems to win in print.

Can Matt break this jinx and lead
Captain Sicarius to victory over Zanzag?
Let’s find out...
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Because Matt's been busy
painting his Red Corsairs
we struggled to get him
back into the loyalist
mindset. So much so that
he kept shouting out
“Death to the Emperor”
at inopportune times
throughout the game.

BATTLE REPORT

Matt: Games against Phil are like buses —
you wait for ages then two come along at
once. Although this is a big game in its
own right, it's somewhat of a prelude to the
Studio Warhammer 40,000 tournament
semi-final, in which Phil is also using Orks.

The core of my
force is made up of
the Assault on Black
Reach Space
Marines. The
Tactical Squad’s
Missile launcher and
flamer combination
is perfect for fighting
Orks. Missile
launchers are particulary good against Orks
as a krak missile can easily knock out a
Trukk, while the new rules for blast
weapons means a frag missile can
potentially kill a lot of Orks.

“Having played against
Phil and his Orks on
numerous occasions, I
knew that I was going to
be in for a rough time.”

ASSAULT ON BLACK REACH

| was somewhat dubious about the
effectiveness of the Dreadnought’s multi-
melta against Orks as | would usually go
for something better at killing swathes of
greenskins, like an assault cannon. Still,
theres no doubting the Dreadnought’s close
combat prowess, and
I wouldn’t mind
getting him close to
that Ork Warboss.
I've always liked
taking Terminators in
my Space Marines
forces so I've added a
second five-man
squad to the Black
Reach ones. To add some extra bite, I've
given the squads an assault cannon and a
heavy flamer. All | did was swap a
Black Reach Terminator and a heavy
weapon Terminator between the squads.




Against Orks you can guarantee that they
will make it into close combat at some
point, so you'd better make sure that you
have something to counter-attack with —
the Terminators and Dreadnought will be
perfect for this.

Now, the new edition of
Warhammer 40,000 is all about Troops
choices. To ensure that | could claim
objectives, I'm going to need some more
squads. A second Tactical Squad armed
with a flamer and heavy bolter, and two
squads of Scouts should do the trick. The
Scouts are particularly useful, as their
infiltrate ability will enable them to pop up
where they are least expected.

Now for some heavy firepower. Having
been trounced last time | fought Phil in a
battle report, my conclusion was that |
should have taken a Whirlwind so that |
could kill Orks from afar — so that's exactly

what I'm going to do this time. My second
selection is a Devastator Squad equipped
with two heavy bolters and two missile
launchers. The mission for these two units
is a simple one: sit back in the deployment
zone and kill as many Orks as possible.

Lastly | added a Librarian to fight
alongside my Captain. I've taken the
psychic power Fury of the Ancients for him
so that hopefully if | get him into a good
position | can affect multiple Ork units and
maybe even pin any understrength mobs
that get hit.

Having played against Phil and his
horde of Orks on numerous occasions, |
knew that | was going to be in for a rough
time. If | can just weather the first wave of
Orks without losing too many of my Space
Marines, and then make an effective
counter-attack, | might just be in with a
chance at beating him.

BATTLE REPORT

ARMY LIST

@ captain Sicarius
with bolter, power weapon
and frag grenades.
77 points
@ Epistolary Librarian Cratus
with bolt pistol, force
weapon, psychic hood,
Storm of the Emperor's
Wrath and Fury of the
Ancients,
125 points
eTerminator Squad Authos
5 Terminators, including
Sergeant with power
weapon and storm bolter.
1 Terminator has a power
fist and heavy flamer.
210 points
o Terminator Squad Xerxes
includes Sergeant with
power weapon and storm
bolter. 3 Terminators with
power fists and storm
bolters. 1 Terminator has a
power fist and assault
cannon.
220 points
@ Dreadnought,
Brother Agnathio
with multi-melta and
storm bolter.
115 points
0 Tactical Squad Vorolanus
10 Space Marines,
including Sergeant with bolt
pistol and close combat
weapon. 1 Space Marine
has a missile launcher. 1
Space Marine has a flamer.
166 points
€D Tactical Squad Solinus
10 Space Marines,
including Sergeant with bolt
pistol and close combat
weapon. 1 Space Marine
has a heavy bolter. 1 Space
Marine has a flamer.
161 paints
€ Scout Squad Prelius
5 Scouts, comprising
Sergeant with sniper rifle,
3 Scouts with sniper rifles,
and 1 Scout with missile
launcher.
95 points
©) Scout Squad Bedium
5 Scouts, comprising
Sergeant with bolter, 3
Scouts with bolters, and
1 Scout with heavy bolter.
70 points
(D Whirlwind
85 points
(D Devastator Squad Tirian
7 Space Marines, including
Sergeant with bolter.
2 Space Marines have
heavy bolters. 2 Space
Marines have missile
launchers.
175 points

TOTAL: 1499 POINTS
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Since writing the Ork
Codex, Phil Kelly has
sparked a phenom
known as /

no matter how poor an
Ork's armour save may
be, Phil will pass it — a
disturbing trend indeed.

Phil: I've always preferred an army with
lots of good honest infantry, but this time |
decided to treat myself to some of the more
elite choices available in the Ork list. The
new plastic Nobz in the Assault on Black
Reach boxed game
will make an ideal
retinue for Zanzag (I
can’t wait to see the
new Ork Warboss in
action — just look at
that klaw!). The
background for this
last battle specified
that the Space
Marines had driven
most of Zanzag's
forces off, so Da Boss was down to his
most trusted lieutenants — a good reason to
stick with the Nobz theme, | thought,
adding a trio of Meganobz and a unit of

BATTLE REPORT

“With a bit of clever
deployment and reckless
driving, at least one of
my Nobz mobs will be
in the thick of Matt’s
troops on Turn 2.”

ASSAULT ON BLACK REACH

seven more big green killing machines to
ride alongside them. This latter squad will
go into battle with a Waaagh! banner, so
they will be hitting Matt's Space Marines
on a 3+ — very nasty when you factor in
the power klaws and
all those S5 attacks
from the Nobz with
furious charge. A
Painboy, though
expensive, gives this
deluxe Nobz unit the
feel no pain special
rule — invaluable
when the bolter
shells start fl

But how tc
ensure that my charges are furious? Simple
enough — Trukks. | never go into battle with
less than three Trukks, because even
though your opponent should easily take




out one, and maybe even two, it is rare
that he can bag all three in one Shooting
phase. A Big Mek with a kustom force field
generator should help my scary-lookin’ first
wave, effectively giving the Trukks a 4+
save from Matt’s gun line. With a bit of
clever deployment and reckless driving, at
least one of my Nobz mobs will be in the
thick of Matt's troops on Turn 2, allowing
my footslogging horde to close in whilst
the Space Marines are busy avoiding
having their limbs sheared off by Ork
power klaws.

The new version of 40K practically
demands lots of Troops choices, so | spent
a good lump of my remaining points on
three big 20-strong units of Boyz — my
weapon of choice these days. It's amazing
how much punishment those nice fat units
of greenskins can soak up, even when
facing off against those fearsome Space
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Marine Devastator Squads and Tactical
Marine tag-teams.

| also took a unit of Gretchin - lovely
little nuisances that they are — to skulk at
the back and claim objectives whilst their
larger cousins get on with all the real work,
and some Shoota-toting Boyz to thicken
my mobile firepower.

Finally, I included some valuable (and
extremely mobile) anti-tank firepower in
the shape of the new Deffkoptas —
wonderful models and very nippy due to
their scout special rule. It will be their job
to take on Matt's Dreadnought and stop the
indomitable walker from tying up my mare
vulnerable units — not such a difficult task
with those twin-linked rokkit launchers and
enough zoom to get round the flanks and
rear nice and quickly. This is set to be a
good game — ol” Zanzag's not going down
without a fight!

BATTLE REPORT

ARMY LIST

€ Warboss Zanzag
with power klaw, twin-
linked shoota and
bosspole.
95 points
@ Big Mek “Wotno”
Know-Wotz
with kustom force field.
85 points
€ Zanzag's Ladz
5 Nobz with sluggas
and choppas, mounted
in a Trukk.
135 points
@ Skubgutz's Ladz
7 Nobz with Waaagh!
banner, 3 power klaws,
bosspole. Including
Painboy Skubgutz with
Grot orderly. All
mounted in a Trukk.
305 points
@ Gibba’s Meganobz
3 Meganaobz, all
mounted in a Trukk.
155 points
@ Argbag’s Mob
20 Slugga Boyz, with
2 big shootas.
130 points
) Hakdeff’s Boyz
20 Slugga Boyz, with
2 rokkit launchas.
Includes Nob Hakdeff
with power klaw and
bosspole.
180 points
€) Hedkicka’s Boyz
20 Slugga Boyz, with
2 rokkit launchas.
Includes Nob Hedkicka
with power klaw and
bosspole.
180 points
©) Turg’s Runts
10 Gretchin with
Runtherd.
40 points
{I) Garfag's Boyz
10 Shoota Boyz.
60 points
() Da Fly Boyz
3 Deftkoptas with twin-
linked rokkit launchas.
135 points

TOTAL: 1500 POINTS
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TURN 1

THE ORK SURGE

@ The Ork Sluggas shun
firing in favour of
catching up with the
Trukk-riding first wave.

© The Defikoptas
withdraw after losing
one of their number to
a sniper shot.

(® The Dreadnought fires
its multi-melta at the
Trukk. Matt needed 11
or more to penetrate
but rolled 18 (S8 + 10
on 2D6), before adding
+2 to the roll on the
damage table (+1 for
open-topped, +1 for
AP1), destroying it.

(® The Devastators fire at
the Nobz, but the
cover, the presence of a
Painboy and Phil’s
inability to fail a save
means the Orks suffer
no casualties.

@ The Librarian invokes
the Fury of the Ancients
psychic power but fails
to cause any wounds,
thanks to the nearby
Mek’s kustom force
field generator.

WHITE DWARF
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but, before he could even unreel his

tape measure, Matt tried to seize the
initiative and wrest the first turn away from
the Orks. Matt failed to roll the requisite 6
— the Ork lust for battle trumping any kind
of tactical acumen from the Space Marines.

The Ork’s surged forward in two

prongs. Painboy Skubgutz's Nobz went
north towards the burning promethium line
and the formidable guns of Squad Xerxes.
Zanzag and his ladz, along with the
Meganobz, rode eastwards in their Trukks,
taking a more direct route towards the
Ultramarines lines. The rest of the horde
followed as fast as they could. The few
exceptions were Garfag's Shootas who
advanced more cautiously in the south and
the Grots seemed more than happy to
loiter in the deployment zone. The
Deffkoptas were already deep in the north-

Phii had won the dice roll to go first

western quarter thanks to their pre-game
scout move.

The Orks mainly used the Shooting
phase to run closer to the enemy (A).
There was some sporadic shooting, the
Meganobz firing their twin-linked Shootas
at the Devastators to no avail. The
Deffkoptas tried their luck by firing off a
few rokkits at the Dreadnought but the
over-eager Kopta pilots were out of range.

As expected, there was very little
movement in the Space Marines’ first turn.
However, the Terminators of Squad Xerxes
strode forward, undaunted by the sheer
mass of Orks that were rapidly
approaching. Advancing parallel to them
on the other side of the promethium pipe
was Squad Authos, closely followed by the
Librarian. The Dreadnought moved south,
bringing his deadly multi-melta within
range of the Ork Trukks. Sicarius,
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Move  Fall back

accompanied by Squad Solinus,
manoeuvred south ready to face the
greenskin onslaught.

The Space Marine Shooting phase
started with the Scouts of Squad Prelius
targeting the Deffkoptas with their sniper
rifles and missile
launcher. The
missile struck the
intervening terrain
but a well-placed
shot from a sniper
rifle hit a fuel tank,
sending one of the
Deffkoptas spinning out of control and
plunging to the ground (B). First blood to
the Adeptus Astartes! The two surviving
Deffkoptas failed their Morale test and
quickly withdrew to relative safety behind
the burning promethium pipe. The
Dreadnought’s multi-melta was next to fire,

ShY |

-h"

9 Captain Sicarius

‘_—I @ Dreadnought
- 9 Tactical Squad

Viorolanus

€Y Tactical Squad

o Librarian Solinus

o Terminator 9 SCUQI Squad
Squad Authos Prelius

@ Terminator (6) Scout Squad
Squad Xerxes Bedium

Whirlwind

0 Devastator
Squad Tirian

9 Warboss Zanzag
fm Big Mek

@) Zanzag’s Ladz
e Skubgutz’s Ladz
€) Gibba’s Nobz
€3 Argbag’s Mob
€ Hakdeff’s Boyz
0 Hedkicka’s Boyz

Far

6 Turg’s Runts

@ Garfag's Boyz
@ Deffkoptas

EH Zanzag's Trukk
K Gibba’s Trukk
Skubgutz's Trukk

“Phil just kept making
the cover saves granted
by the Mek’s force field.”

the blast of super-heated air striking the
Ork Trukk that was carrying Skubgutz's
Boyz, instantly turning it into bubbling,
molten slag (C).

The rest of the Space Marine force fired
into the Orks at the forefront of the
advance. However,
the Big Mek's
expensive kustom
force field came into
its own. Despite the
sheer amount of
firepower from the
combined mass of
bolters and missiles, the Orks came out of
the Shooting phase relatively unscathed.
Much to Matt’s frustration, Phil just kept
making the cover saves granted by the
Mek’s force field. The only notable
casualties were two dead Boyz of Argbag's
Mob from a Whirlwind barrage.

The Black Reach campaign
focuses on the bravery of
Captain Sicarius in his
struggle to halt Waaagh!
Zanzag. Next month we are
releasing a brand new
Sicarius miniature to coincide
with the release of Codex:
Space Marines. As this isn't
yet available, we used the
Captain from the Black Reach
boxed game to represent the
honoured Ultramarine hero,
counting him as a normal
Space Marine Captain,
equipping him with the same
weapons as the model.
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ORK TURN 2

ZANZAG’S W AAAGH!

he Orks had fared well against the
TSpace Marine firepower in the

previous turn and so Phil sought to
take full advantage of this. Painboy
Skubgutz’s Nobz continued to advance
towards the Terminators of Squad Xerxes.
The intact Trukks — one carrying Zanzag
and his Nobz, the other transporting the
Meganobz — sped east, ever closer to the
Ultramarines. Phil dubbed these mobs “the
first wave.” The rest of the greenskin horde,
with a few notable exceptions, followed.
Hakdeff’'s Mob, Hedkicka’'s Mob and Mek
Know-wotz pursued the Nobz north along
the pipeline towards the Terminators. In the
south Garfag’s Shootas hunkered down
behind some terrain, while the Grotz and
Deffkoptas continued to mill about in the
south-western quarter.

As the Shooting phase began, Phil
didn’t hesitate and immediately declared
the Waaagh! Bellowing for the charge,
Zanzag launched himself off the Trukk,
closely followed by his bodyguard of
Nobz. The Warboss headed straight for
Sicarius, stopping an inch short and leaving
no doubts as to his intended target in the

WHITE DWARF BATTLE REPORT

The Orks charge relentlessly onwards towards the
Space Marine lines. In the lead was Zanzag, his Ladz

and Gibba’s Meganobz.




upcoming Assault phase. The clunking
armour of the Meganobz meant they didn't
quite have the same momentum - Phil
only rolled a one for their run roll. In the
north, Skubgutz's Nobz and Hedkicka’s
Mob spurred forward so they were easily
within assault range of the Terminators.

Realising they were still too far from
“da ackshun,” Hakdeff's Boyz snapped off
slugga shots and launched their rokkits,
firing through Hedkicka’s Mob into the
Terminators. The majority of the shots
missed or pinged off ceramite armour,
although one flukey slugga round hit home
and felled a Terminator! Back in the east,
the gunners on both the Ork Trukks
couldn’t match their enthusiasm with
accuracy and instead fired their weapons
wildly into the air, missing their Space
Marine targets.

With the Assault phase on the horizon,
Phil became notably more animated as he
gathered together all the dice in
preparation. Matt kept his cool but was
under no illusion that this would hurt,
potentially blunting Sicarius’ attack before
it had properly begun. The combats started
with the Meganobz charging into Squad
Vorolanus. The Ultramarines were faster
than the cumbersome Orks and sprang into
action, causing four wounds. The
Meganobz’ armour proved too resilient for
the combat knives and bolt pistols of the
Tactical Marines as Phil made all his saves.
The power klaws had no such trouble with
Space Marine power armour and the
Meganobz slaughtered their way through
six Ultramarines. The survivors of Squad
Vorolanus fell back, guns ready to avenge
their fallen brothers.

Zanzag grinned wildly as he and his
Nobz piled into Squad Solinus and
Sicarius. The fight quickly turned into a
desperate melee. Sicarius struck first,

BATTLE REPORT

despatching a Nob with his power sword.
The Tactical Space Marines slew another.
The Orks fought back, buoyed up by the
momentum of the charge, the Nobz killing
three Ultramarines with the crude blades
of their choppas. Finally, the Warboss
prepared to strike, his power klaw
crackling with wisps of energy. “Well, if
the Warlord misses it's going to be jolly
dramatic,” said Phil without a hint of irony.
He then proceeded to miss with all his to
hit rolls — that's what you get for trying to
sound like one of the Famous Five, Phill

“Well, if the Warlord
misses it’s going to
be jolly dramatic.”

Phil’s famous last words

The final combat in the phase saw the
outnumbered Terminators of Squad Xerxes
fending off the Nobz and Hedkicka's Boyz.
Sergeant Xerxes calmly decapitated one of
the Nobz as it advanced into range. The
remaining Nobz were unfazed and
inflicted an impressive nine wounds, all of
which were saved by thick Terminator
armour. The Boyz attacked next and were
more successful, slaying two of the 1st
Company Ultramarines. The power klaws
and fists then powered up. The Terminators
crushed another two Ork skulls but the
four power klaw-armed Nobz still in the
combat proved the Space Marines'’
undoing and Squad Xerxes was wiped out.

Orc Turn 2
Objectives

Ultrama
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Ork Nob

Tactical Marine
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Zanzag and his retinue, hotly pursued by Gibba's
Meganobz, zoom forward in their Trukks. They
disembark close to the enemy lines, assaulting the
Tactical Squads with bloodthirsty intent.

9 Captain Sicarius
O Librarian

o Terminator
Squad Authos

@ Terminator
Squad Xerxes

® Dreadnought

@ 7actical Squad
Viorolanus

@ Tactical Squad
Solinus

6 Seout Squad
Prelius

0 Scout Squad
Bedium

Whirlwind

6 Devastator
Squad Tirian

3 Warboss Zanzag
@ Big Mek

o Zanzag's Ladz
e Skubgutz’s Ladz
9 Gibba’s Nobz
@) Argbag’s Mob
@ Hakdefi’s Boyz
@ Hedkicka's Bovz

€ Turg’s Runts

@l Garfag's Boyz
@ Deffkoptas

KN Zanzag's Trukk
K Gibba's Trukk
EEN skubgutz’s Trukk
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THE TERMINATORS
Ficur Back

short work of the Ork
Meganobz before
heading south.

@ Squad Authos avenges
Squad Xerxes by wiping
out Hedkicka’s Slugga
Boyz.

(® The Whirlwind causes
six wounds on Hakdeff’s
Boyz.

(@ The Devastators fire on
the Nobz but the
combined cover saves
and feel no pain rolls
mean there are no
casualties.

@ The combat ends in
another stalemate, with
three wounds taken on
both sides.

WHITE DWARF

BATTLE REPORT

Bedium entered the battlefield along the

flank, their intention was clearly to steal
a table quarter away from the Orks. Phil
was wise to the scheme, though, and made
no secret where his
Deffkoptas planned
to go in Turn 3.

The remaining
Space Marine moves
were based around
countering the “first
wave” attack. The
Dreadnought turned
east and lumbered towards the Meganobz,
while Squad Vorolanus’ surviving members
reformed into a better firing position. Most
importantly, the five Terminators of Squad
Authos mounted the promethium pipe,
heedless of the fires around them. In fact,
Matt had his own plan involving flames as

I n the south-west the Scouts of Squad

“The psychic power hit,
but once again Phil
‘Cover Save’ Kelly made
his saving throws.”

he brought the squad’s heavy flamer to
bear on the mass of greenskins below.

The Librarian also moved over the
pipeline and immediately cast Storm of the
Emperor’s Wrath at the Nobz. The psychic
power hit but once
again Phil “Cover
Save” Kelly made his
saving throws.,

The shooting
started with Squad
Authos bathing
Hedkicka’s Boyz in
flame and storm
bolter fire. Seven Orks were either
incinerated or riddled with bolter shells.
The Dreadnought targeted the Meganobz
with its deadly multi-melta. The heat ray
hit one of them, transforming the mega
armour and the Nob inside into a heap of
molten slag.
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Heavy fire poured from the Devastators
into the mob of Nobz. Despite the

concentration of heavy bolter and missile DREADNOUGHT ASSAULT

fire, no casualties were taken as Skubgutz A Dreadnought is encased in mgmdymugh ol and
the Painboy performed acts of triage that when armed with a close combat weapon is incredibly
only an Ork could withstand — and they strong, Its numerous assault attacks mean it can strike
did. The Whirlwind fired on Argbag's Mob down a powerful character, take on units of lesser foes or
in the centre of the battlefield. The Slugga rip apart an enemy tank with ease.

Boyz no longer benefited from the kustom
farce field as the Mek had moved out of
range, and six were slain by the
thunderous barrage.

In the Assault phase the Dreadnought
strode into combat with the two remaining
Meganobz. It despatched the two
armoured Nobz with the ruthless efficiency
that only comes with centuries of
experience in combat. The ancient
machine then consolidated south towards
the Trukks and the ongoing combat
between Sicarius and Zanzag.

The Terminators of Squad Authos, along
with the Librarian, charged off the pipeline
and into combat with Hedkicka’s Boyz,
intent on revenge for their fallen 1st
Company brothers. The combat was brutal
and deadly but the Orks, although more
numerous, had been robbed of their
momentum and their bonus from furious
charge. The Terminator Sergeant and
Librarian struck first, slaying three. The
Boyz then hit back causing six wounds, all
of which were saved. Hedkicka’s power
klaw raked across the Terminators and
caused two wounds, but this time it was
Matt who couldn’t fail his rolls and made . : L
all the invulnerable saves needed. The E=s : A U S B i o
Terminators’ own power fists then crushed P e o S O —— 5

In this turn, Brother Agnathio charged
inte j |

a further two Orks. The Boyz had lost and
subsequently failed their Morale test. Phil
used the bosspole to try and restore order
(inflicting another wound on the mob in
the process) but failed the test again. The
Ultramarine Terminators wiped out the
mob, claiming vengeance before
consolidating back over the promethium
pipeline to the north.

The final combat revolved around the

% two commanders and their accompanying
retinues. The Space Marines, including

8&?91 Sicarius, caused a wound on the last Nab,

B who seemed overwhelmed by this assault

09 , and failed to hit his power-armoured foes

§ iy at all. Zanzag made up for his dismal
; : performance in the previous turn by
R ] slaughtering three Ultramarines and forcin
. i e f \} ﬁ anoﬁ‘aer dragw‘ The epic combat continued.g
9 Captain 5n:anu5 o Tactical Squad e Warboss Zanzag e Turg’s Runts
O Librarian Solinus ) Big Mek ) Garfag’s Boyz Ultramarines Turn 2

@ Terminator O scout Squad € Zanzag's Ladz (®) Deffkoptas

: Prelius Objectives
Squad Authos e @ Skubgutz’s Ladz  EEM Zanzag’s Trukk ‘]

; @ Scout Squad _ S .
O Lorretr " adhom © Gibba's Nobz 0 Gibba's Trukk Ultramarines 1

(® Dreadnought Whirlwind © Argbag’s Mob EEN Skubgutz’s Trukk
® Tactical Squad @ Devastator © Hakdeit's Boyz Ol‘ks 1
Vorolanus Squad Tirian @ Hedkicka's Boyz
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o Librarian
o Terminator

Squad Authos
9 Terminator

Squad Xerxes
@ Dreadnought

o Tactical Squac
Vorolanus

9 Captain Sicarius o Tactical Squad

Solinus
6 Scout Squad
Prelius
0 Scout Squad
Bedium
Whirlwind
e Devastator

Squad Tirian

3 Warboss Zanzag
@ Big Mek

€ zanzag’s Ladz
@ Sskubgutz’s Ladz
€ Gibba's Nobz
0 Argbag'’s Mob
© Hakdeff’s Boyz
@ Hedkicka’s Boyz

e Turg’s Runts

@ Garfag's Boyz
(®) Deitkoptas

KN Zanzag's Trukk
KL Gibba's Trukk
BEN Skubgutz's Trukk
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arfag's Shoota Boyz became

impatient with skulking around the

ruins in the south when all the
action was clearly taking place further
north. And so they left the safety of the
cover and advanced towards the busier
end of the battlefield.
Across the table to the far west, the
Grots and Deffkoptas had turned to

advance upon the recently arrived Scouts.

The Deffkoptas flew at great speed, eager
to confront this new target. The Trukks
were also on the move again and, with
some surprisingly deft driving, the Ork
vehicles spun round behind the

Dreadnought, giving their gunners a clear
shot at the machine’s weaker rear armour.

The Ork gunners didn’t hesitate, and

opened fire — though one missed, the other

hit the Dreadnought, but still couldn’t
penetrate the armoured sarcophagus.
Skubgutz's Nobz had moved onto the
promethium pipeline in the Movement
phase and now fired at the Ultramarines
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Ork Turn 3 Objectives

Ultramarines 1jods 2

keeping his ladz alive, also missed,
although this was understandable as it must
be quite hard trying to find a suitable place
to insert the ‘urty syringe when your target
is encased in Terminator armour! Once
again it came down to a clash between the
power fists and power klaws. Both Phil and
Matt rolled high and after the dust had
cleared all that was left was a solitary
Terminator and the Librarian — the Nobz
and Painboy had been wiped out. The
survivors consolidated southwards, back
over the pipeline.

The fighting between Sicarius and
Zanzag became all the more intense as
their retinues were ever more depleted.
Sicarius despatched another Nob, but
Zanzag's patience obviously wore thin as
his power klaw cleaved through all the
remaining Tactical Marines, leaving
Sicarius to face the Ork alone.
Nevertheless the Ultramarines Captain held
his ground, ready to face his nemesis in
bloody one-on-one combat.

Left: The Ultramarines Scouts are about to find
out how nasty the Deffkoptas are in combat,
with 2 Attacks and furious charge. You can also
kit them out with buzzsaws, giving them power
klaws when used in assault.

Terminators, but all shots missed. Argbag’s
Sluggas, positioned in the centre of the
table, were also wide when firing at the
Devastators, only managing to draw
attention to themselves! In the west, the
Gretchin finally did something more than
just linger about, and fired at Squad
Bedium. Being better shots than their larger
cousins, the Grots managed to bring down
two Scouts. The Deffkoptas also fired at the
same target and killed another, much to
Matt’s annoyance.

In the Assault phase the Deffkoptas
hovered low, churning up the ground and
anything else that happened to be in the
way of their rotor blades, including the
Ultramarines Scouts. The Ork contraptions
lurched forward and sliced the last two
members of Squad Beidium to pieces.

The Nobz charged forward into Squad
Authos. The Terminators seemed to forget
they were fighting for their lives as both the
Sergeant and Librarian missed. The
Painboy, who had been performing well
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ZANZAG’S FINAL ScraP

Librarians are Space Marine
psykers trained to use their
talents on the battlefield.
They wield deadly force
weapons that creatures of the
Warp, such as Daemons, are
particularly susceptible to.
The loss of a Librarian would
deal a blow to any Chapter,
so the Ultramarines will
mourn greatly this day, with
the loss of both their Captain
and one of the Chapter’s
precious psykers.

74 WHITE DWARF

BATTLE REPORT

Prelius moved into the cover of the

ruins. The Librarian and the sole
remaining Terminator advanced south and
made ready for a confrontation with the
Boyz of Hakdeff’'s Mob.

The Shooting phase commenced with
the Devastators targeting the recently
emerged Shoota Boyz in the south. The
combined missile and heavy bolter file
whittled the Ork Shootas to half their
number, and the remaining five Boyz
scarpered off the table.

The Librarian summoned his psychic
force and cast Fury of the Ancients,
blasting its way through the remaining
Slugga mobz, killing two from each. The
Terminator fired his storm bolter into the
ensuing destruction, but while both shots
wounded, the infernal kustom force field
prevented them becoming casualties.

The Whirlwind launched its third salvo
into the Ork lines, specifically at Argbag’s
Mob in the centre. The barrage hit seven
Orks and wounded five. With no cover or
force field to protect them, all the slain
Orks were removed from play.

Squad Vorolanus readied weapons and
fired into the side of an Ork Trukk. The
vehicle was penetrated and kareened back
towards the Space Marines on a collision
course with the Whirlwind. The Trukk

I n the far north the Scouts of Squad

Sicarius finds himself outnumbered, but Brother
Agnathio, the Dreadnought who had already caused
s0 much destruction, was ready to join the fray.

crashed before it could reach the
Ultramarine vehicle, although the resulting
explosion took a nearby Devastator with it.

The Assault phase was obviously going
to be another bloody one as the Terminator
and Librarian charged into the mob of Ork
Boyz, and the Dreadnought gate-crashed
the ongoing combat between Sicarius and
Zanzag. The sheer weight of numbers
proved too much for the Librarian and
Terminator; an Ork Boy was slain but then
the Terminator was subjected to 18 attacks
back. Only two were wounding hits, but
Matt failed one of his saves and Squad
Authos was no more. The Librarian saw off
all seven attacks against him, but the Nob's
power klaw claimed the Ultramarines
psyker. Hakdeff’s mob celebrated their
victory by consolidating onto the pipeline.
Not the wisest manoeuvre, as two of the
Boyz were burnt to death by the flaming
promethium leaking from the pipe.

In their ongoing struggle, Sicarius struck
first against Zanzag, but missed with all of
his attacks. The Dreadnought wasted no
time, as it ploughed into battle, picking up
the Ork in its massive power fist and
ripping the Warboss apart! The last
remaining Ork Nob was incensed at the
death of his boss, and promptly struck
down Sicarius! Both sides had lost their
commanders in the same combat.



D} The Devastators fire
upon the Shoota Boyz,
forcing the survivors to
flee off the table.

@ The Trukk is hit and
speeds out of control,
exploding close to the
Devastators, killing one.

ANNOTATIONS

(@ Hakdeff’s mob finish
off the Terminator and the
Librarian, before moving

northwards.

(® The epic conflict between
the two commanders ends
with both lying dead in
the dirt.
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9 Captain Sicarius

o Librarian
o Terminator
Squad Authos

9 Terminator
Squad Xerxes

@ Dreadnought
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9 Scout Squad
Prelius

0 Scout Squad
Bedium

K Whirlwind

9 Devastator
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@A Warboss Zanzag
) Big Mek

0 Zanzag's Ladz
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€) Gibba’s Nobz
9 Argbag's Mob
6 Hakdeff’s Boyz
@ Hedkicka's Boyz

@ Turg’s Runts
@ Garfag’s Boyz
(®) Deffkoptas
KB Zanzag's Trukk
R0 Gibba's Trukk

BEN Skubgutz’s Trukk
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TURN 4

HACK ‘N’ SLASH

Gretchin, also known as Grots by their-
Orky masters, may not be the most

. powerful troops at a Warboss' disposal,
but they do have their uses. Not only are
they the best shots in the Ork list with a

-BS-of 3, they are found in the Troops
section of the army and so can hold
abjectives, as they are doing here,
securing Phil a table quarter.
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Hakdeff's Mob outnumbered the Scouts of
Squad Prelius ensuring the following assault
was short and bloady.

"ASSAULT ON BLACK REACH

akdeff's mob began Turn 4 by
H moving north, on the hunt for the

Space Marine Scouts. In the east the
Grots continued to hunker down behind
the pipeline. The Deffkoptas, having
disposed of the Scouts, then flew west as
fast as they could.

The Ork Shooting phase was typically
characterful of their race as everything
missed apart from one lucky shot by one of
the Slugga Boyz in the centre of the table,
which wounded a Devastator.

With the shooting out of the way
Hakdeff’s Boyz piled into the Scouts. The
Ultramarines slew an Ork before they were
subjected to 24 attacks back, five of which
wounded. Matt made good on his saves
and only one Scout was lost. The Nob then
hit out with its power klaw and killed
another two. The surviving Scouts
withdrew towards the western edge.

In the Space Marine turn the only
movement was from the hardworking
Dreadnought, which made its way towards
the remaining Ork Trukk. With another
blast of the multi-melta, the final Ork
vehicle was destroyed. The Devastators
targeted the Slugga Boyz in the centre, and
when the smoke had cleared from the
intense shooting four more Ork Boyz lay
dead. The Whirlwind tried to target the
Grots as Matt needed to wipe them out to
prevent Phil claiming the quarter. However,
for the first time in the game, the barrage
scattered well wide of the mark.
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BATTLE REPORT

TURN 5

IPE ’EM OuT!

T e L =] =y we .Y = Brother Agnathio aims his multi-melta once
= . ¢ again and targets the Deffkoptas, bringing
- another one burning to the ground.

urn 5 saw both players with
Textremely diminished forces, the

onslaught of fire and combat having
taken its toll on both armies.

In the Ork Movement phase Phil
continued to fly his Deffkoptas west. The
only other move occurred when Argbag’s
Mob finally decided it would be best to get
into some deep cover.

The Koptas fired their rokkits at Brother
Agnathio but failed to penetrate the
Dreadnought’s thick armour. Argbag’s Boyz
shot at the Devastators, but missed in a
typical display of Orky inaccuracy.

In the Space Marine turn the
Dreadnought moved south-west, goading
the Deffkoptas to attack it. It fired its multi-
melta and Matt took great satisfaction at s A e - - ' ﬁ
blowing up another Ork vehicle and the $7 o3E =0l B [— :
thought of the Deffkopta falling out of the ;
sky. The Devastators fired at Argbag’s Boyz . . .
but the cover proved too dense and no ) Final Obj ectives
wounds were taken. Finally, the Whirlwind
launched a barrage at the Gretchin again -
but i ll wide once more. A single dce lOeks.._. =
was then rolled to see if the game ended —
the result was a 2, and the battle was over. Table Quarters 0 Table Quarters 2
Both sides had taken heavy losses and both
had lost their leaders, but the day belonged - 5
to the greenskins. However, withyZanza!g Slay Zanzag 1 Slay Sicarius 1
no longer at the head of the Waaagh! it
world of Black Reach could be cleansed of Total: 1 Total: 3

the Ork menace.
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SECOND

OPINION

We asked White Dwarf’s
Andy Hall for his thoughts
on the battle:

Andy: It was another hard
fought battle between Phil
and Matt. The balance
shifted considerably from
one side to the other,
especially in the early
turns. For the
Ultramarines the
Dreadnought proved the
star, the multi-melta really
came into its own despite
Matt’s concerns about the
Dreadnought’s armament
before the battle
commenced.

Although the Orks
were victorious, Phil did
make the odd mistake —
getting Zanzag killed is
the obvious one, but that
wasn’t really Phil’s fault
(that Dreadnought again!).
It was moving the Shoota
Boyz into the open only
to get shot up for no real
tactical gain that was the
real blunder. Still, the
Orks won the battle and
it's the result that
everybody remembers!

™
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Matt: That was really close — typical of my
games against Phil. By Turn 5, all the
remaining Orks could do was hunker down
in cover and hope the game ended at the
earliest opportunity.

My counter-attack after the first wave of
Orks hit worked perfectly, in particular the
Dreadnought was awesome, the mega
armoured Orks didn’t stand a chance. The
second unit of Terminators executed a
perfect hit and run over the pipeline to
eliminate a mob of Orks. My concerns that
the Dreadnought’s multi-melta armament
wasn't right for fighting Orks was thrown

Despite some early reservations the
dreadnought really proved its worth.
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REcrOUP AND FALL BACK

out of the door the minute it scored 18 for
it's armour penetration against a Trukk. In
fact, the Dreadnought almost single-
handedly won the game for me by
destroying everything it targeted.

So where did it all go wrong? Sicarius
let me down with his inability to do more
than one wound a turn and then, when the
combat was all but won thanks to the
intervention of the Dreadnought, he added
injury to insult by dying to a single lonely
Ork Nob and costing me a vital victory
point. A confrontation with the Warboss's
power klaw though would have brought
about an earlier end to this combat, and no
amount of badgering from Phil was going
to make this confrontation happen.

So apart from passing a few more
armour saves what would | have done
differently? A bigger Scout squad might
have been able to hold off the Deffkoptas
or failing that shooting them earlier would
have done the trick! As the game was

really close, a single on-target Whirlwind
shot against the Grots could have swung
it my way but it wasn't to be.

Next time [ fight Phil | will hopefully
have the new Space Marine Codex to play
with and maybe have a few new tricks up
my sleeves to use.




DA Boyz

Phil: Well that was a blast, even before
stuff started exploding. | really enjoy those
games where it looks like you're going to
get shot to pieces, but you hang in there,
and in the end the Boyz come through for
you. It's typical of the games Matt and |
play — | take an early lead, then Matt
counterattacks and rips great chunks out
my army, and we're left with a really tense
end game which swings back and forth to
a bloody conclusion.

So what swung it my way this time?
Well, my Trukk plan worked well enough —
| certainly got the Boyz into combat nice
and early with a second-turn Waaagh! The
Nobz charged in and battered a lot of
Tactical Marines into the ground, but Matt
proved more than equal to the task of
holding steady and containing the sudden
outbreak of bellowing green-skinned aliens
in his lines. The subsequent counterattack
was devastating — losing all three of my
Meganobz to the Dreadnought in one fell
swoop was a real shame, and the walker
went on to be a real thorn in my side for
the rest of the game. To think I'd
discounted the multi-melta-toting Dread as
“not that big a deal” — | learned my lesson

BATTLE REPORT

the hard way! Mare Tankbustas next time,
| think — bomb-squigs just love to play with
those hig friendly Dreadnoughts.
Still, the Deffkoptas saw off
Matt's Scouts and there were
enough Boyz left at the end
to hold onto those table
quarters, so regardless of my
many casualties | still
managed a win.
The duel between
Sicarius and Zanzag
went on for ages — or
should | say the duel
between their units. For
some reason Matt seemed
reluctant to get his Captain
into base contact with my power-
klaw wielding Warboss. Pfah!
Stinkin” human, using one of them
tactics on me. | got him in the end
though — just as the dreaded
Dreadnought stormed in to tip the
finely-balanced combat by
squishing Zanzag into a paste, the last
Nob of the Warboss' retinue lucked out
and took down Sicarius in a single combat
round. Bosh!

P e g

DonNE Goobp

The Deffkoptas were invaluable,
due to their speed and ability to fly
over intervening terrain.
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Apocalypse Online

If you love Apocalypse,
then the web is your
friend. You'll find loads
of great Apocalypse
articles on the

Games Workshop
website — everything
from tacticas on how to
survive being a foot
slogger, to army painting
guides. You'll also find
over 30 new datasheets
ready and waiting for
you to download and
use. Don’t forget that all
our web content is free!

WWW_GAMES-WORKSHOP.COM
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The last twelve months have seen Warhammer 40,000 heing played on a
whole new scale. Andy Hall takes a look at Apocalypse one year on.

f you added together the casualities from

all the Warhammer 40,000 games that

take place in a typical year, then no
doubt it would be a massive number. Now,
if you did the same thing for the last twelve
months, you’d have a truly astronomical
figure. Why the increase? Well, the
Apocalypse happened...

We all knew that Apocalypse was going
to be a hit. What we didn’t quite realise
was just how much hobbyists would take
gaming on a massive scale into their
hearts. All around the world, reports have
filtered in of mass destruction on a suitably

ale. Whole battalions of
rd have been lost. The massed
firepower of super-heavy vehicles has

BEYOND APOCALYPSE

slaughtered so many Gaunts that they have
blunted entire Hive Fleet tendrils.
Daemons have been banished back to the
Warp in numbers large enough to make
even Khorne blush. Never has a project
been more aptly named than Apocalypse!
It was always the plan that the
Apocalypse book would be just the
beginning; a tome of information gathered
from experienced gamers on how to set up
and run massive games, while the few
rules included essentially gave you
permission to ignore the Codex restrictions.
The datasheets in the book offer a brief
glimpse of the huge super-heavy vehicles
and the many battle formations that exist in
the 41st Millennium, and loads more have




been published in White Dwarf, online
and by the busy chaps at Forge World.

Twelve months after the expansion’s
release, we find Apocalypse in fine fettle,
as the recent appearance of the
Apocalypse: Reload book is proof if proof
were needed. The starting point for Reload
was to simply publish as many datasheets
as we could get away with. But, as with
everything in the Studio, it evolved beyond
its original brief and turned into more of a
companion tome to Apocalypse — an
expansion to an expansion, if you will. Yes,
you still get loads of datasheets; the
Stormlord super-heavy tank, Skyhammer
Orbital Strike Force, The Phoenix Court of
Khaine, Tetragon of Darkness and the
Behemoth Crusher Brood being just a few
examples of what you'll find.

There's far more than the datasheets
though. The new book contains dozens of

brand new strategic assets, three of which
can be used by any force, just like the
assets in the main Apocalypse boak.
However, the majority of the new assets
are specific to
certain armies.
These represent
strategies that only
that race would or
could field. So,
while there’s
nothing wrong
when an Ork
player decides to
take the Careful
Planning asset, it'll be much more
satisfying for him to pick Da Big Waaagh!
Of course, we couldn't let an
Apocalypse book leave the Studio without
Jervis nabbing some pages, and he's filled
them with loads of cool optional rules and

€  Never has a project
been more aptly named
than Apocalypse! § §
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NEW DATASHEETS, STRATECICASSETS & MISSH

FOR APOCALYPSE BATTLES

Forge World

Masters of resin model-
making, Forge World
produce some truly
awesome super-heavy
vehicles. They've even
published a book full of
datasheets that cover the
Forge World vehicles.
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This 88-page book is packed
full of new material for your
Apocalypse games. Here’s what
you can expect to find between

* Over 50 new datasheets

* Over 40 new strategic assets

* Advice and tactics for playing
battles and collecting models.

» Beyond Apocalypse: new
optional rules that can be
used to expand the scope of
your games.

* Cool new battle report that

uses the Apocalypse: Reload

material in the game.

advice for things like secret orders, multi-
table battles and supreme commanders.

If that wasn’t enough then you can
always find even more Apocalypse in these
very pages. Liber Apocalyptica, our semi-
regular series of White Dwarf articles,
continues to expand the datasheet library.
We've already covered Chaos forces and
the Armageddon Wars, and Jervis is
working on a Space Marine special that'll
appear in a few issues’ time.

The other event you won't have failed
to notice in the intervening months since
Apocalypse's release is a new edition of
Warhammer 40,000. The latest version of
40K gels with Apocalypse brilliantly, and
there are several rules changes that will
immediately enhance your games, such as
the ability to run to get your infantry
moving faster over large distances. So,
while Apocalypse may be a year old,
there’s no doubting that it will continue,
and next year’s total 40K wound tally will
be even higher!

BEYOND APOCALYPSE
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Apocalypse and 5th Edition
New rules such as running and going to
ground really help infantry out. Blast
weapons get a boost too - so long as
you target a high concentration of
troops, you're bound to hit something!

The most noticeable change that
effects Apacalypse is that only Troops
count as scoring units now. This new
ruling plays well, but doesn't sit
perfectly with the wording in the
Apocalypse book. The easy solution is
to either play it as written in the new
edition of the game, or say that for your
Apocalypse battle all units count as
scoring units. It doesn’t matter which
method you use, as long as it is made
clear to all the players before the game
begins. Each option will give you a
tactically different challenge.
Apocalypse: Reload discusses this in
more detail.




Apocalypse is an expansion to
Warhammer 40,000 that allows you to
stage massive conflicts and field your
entire collection of Citadel miniatures in
a single, apocalyptic battle.
WARHAMMER 40,000 APOCALYPSE

Euro €40
Sweden 350sek

Product code: 60040199018

£30

300ckr
370nkr

Denmark
Norway

Apocalypse: Reload is a supplement to
the hugely popular Apocalypse
expansion, crammed full of more than 50
exciting new datasheets, new strategic
assets and an Apocalypse battle report
that has to be seen to be believed!

e Ay WARHAMMER 40,000 APOCALYPSE RELOAD £15
CATACLYSMIC BATTLESIN THE'® 1 ST MILLENNIUM

Euro €22.50 175dkr
Sweden 200sek 210nke

Product code: 60040199022

ALSO AVAILABLE FROM GW DIRECT

DAGREENTIDE  CHAOS VINDICATOR
L ANNIHILATION LINEBREAKER
FORCE _ SQUADRON

Denmark
Norway

NEW-DATASHEETS, STRATEGIC-ASSETS & MISSIONS -
FOR APOCALYPSE BATTLES =

Sty
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ELDAR WIND
RIDER HOST

Contains 101 Orks, allowing
you to make a free Waaagh!
move each turn,

DA GREEN TIDE

Etiro €160 Denmark
Sweden  1500sek  Norway

Product code: 99120103016

£100

1250dkr
1500nkr

These 16 Chaos Terminators
give you the Scheduled
Bombardment special rule.

CHAOS ANNIHILATION FORCE £60

Euro €95 Denmark  750dkr
Sweden  B50sek Norway 850nkr

Product code: 99120102037

Three Vindicators that can
combine their firepower into
one devastating blast.

LINEBREAKER SQUADRON £60

Euro €95 Depmark  750dkr
Sweden  830sek Norway 850nke

Product code: 99120101057

An Autarch, nine Jetbikes

and two Vypers make up this
swift and deadly Eldar force.

WIND RIDER HOST £75

Euro €120 Denmark  900dkr
Sweden 1000sek  Norway  1000nke

Product code: 991101041714
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Jervis Johnson has
lived many lives,

guiding gamers

through the ages,
although most will
have been unaware
of his benevolent

influence. He is
currently living

through his 13th

incarnation, in

which time he has

devised what he
calls “Specialist
Games...”

- a wonderful event that’s well worth
attending if you get the chance - and
while | was there quite a few people came
over to ask me about what was happening

with the Specialist Games range. After
answering the question for the umpteenth
time, it occurred to me that | really should
write a Standard Bearer on the subject, to
bring everyone up to speed on our plans
for this great range of games.

For those of you that don’t know, the
Specialist Games range consists of a
selection of really rather wonderful games
that you can find on our website. You can
download the rulebooks from the website
for free, and the
Citadel miniatures
you need to play
the games are
available from our
online store. I've
included short
descriptions of the
different games in
the range with this
article, but | highly
recommend
visiting the website to find out more, as
there is lots more information there than |
can cram into this short article. You may
also, if you're very lucky, find copies of
one or more of our Specialist Games at
your local Games Workshop stockist;
however, since the games have been

I was at Glasgow Conflict recently

ARD B

€ € The Specialist
Games range
contains a selection
of really rather
wonderful games. ,, 40,000 alone
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moved onto our website, such finds are
becoming increasingly rare, and because of
this | recommend snapping up copies of
any of the games you're interested in if you
come across them.

As you may have guessed, I'm a big fan
of the Specialist range. Part of this is simply
because I'm the designer of some of the
games in the range. After all, when you've
put your heart and soul, and a fair amount
of blood, sweat and tears, into making
something, you can’t help but take a
certain pride in it. However, | really don’t
think this is just about vanity. Rather more
important is the way that these games add
what | tend to call “depth and breadth” to
the hobby.

In my opinion
the Specialist
range deepens the
hobby by allowing
us to explore the
background for
our games in ways
that Warhammer
and Warhammer

‘_I
£ 2

cannot. For
example, Inquisitor added a huge amount
of depth to the role the Inquisition play in
the fight against the insidious enemies of
the Imperium, while Mordheim explored
facets of the Warhammer background that
are very different to the pitched battles
covered in Warhammer itself. Both of these

Over the years,
Games Workshop has

our worlds, such as
Bomberz Over Da
Sulphur River, and
of these can be

downloaded from our

miniatures and play.

Out of Print Games

made many games set in

GorkaMorka. A selection

website. Just print them
out, grab some suitable

WWW.SPECIALIST-GAMES.COM

AT TLEFErET

. GOTHIC

Battlefleet Gothic is the game
of spaceship battles. Fleets of
monolithic vessels engage in
ship-to-ship combat amongst the
darkness of the stars.

In Inquisitor, players
take the part of the
Imperium’s most
powerful and
secretive servants.
Using 54mm figures,
Inquisitor is a
narrative wargame,
based around
humanity’s unending
conflict with the
alien, the Daemon
and the witch — the
battle for the
Emperor's Soul.
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The Battle of Five Armies
game recreates the
climactic battle from
J.R.R. Tolkien’s The
Hobbit. in the game,
players take command of
rival armies of Men,

Elves, Dwarves, Goblins
and Wargs represented by
ranks of intricately
detailed models about
10mm tall.

- ARMIES

__ﬁ%?

Control mighty armies
thousancds strong,
backed by huge
batteries of
devastating war
machines and led by
the most valiant of
heroes as they clash
with your mortal
enemies across vast
expanses of terrain.
Witness giants,
dragons, and massive
creatures clashing on
a breathtaking scale.

84 WHITE DWARF STANDARD BEAR




games — indeed all of the games in the
Specialist range — deepen the hobby, and
make all aspects of it more interesting and
fulfilling. I think that it's just more fun to
play 40K when you're aware of things like
the mile-long battleships described in
Battlefleet Gothic, or the huge Titans and
Gargants described in Epic Armageddon,
at least in my opinion anyway.

But as well as depth, the Specialist
range also adds breadth too, by allowing
hobbyists to try out different gaming and
modelling experiences. On the one hand,
games like Necromunda, Blood Bowl and
Warmaster offer very different gaming
opportunities and styles of play to those
offered by The Lord of the Rings strategy
battle game, Warhammer, and Warhammer
40,000. On the other hand, games like
Battlefleet Gothic, Epic Armageddon and
(especially) Inquisitor allow the dedicated
modeller to try their hand at painting and
converting models that are very different to
the miniatures used in our main games.
These things broaden the hobby
experience for us all, increasing the
number of different things that hobbyists
can discover, try out and explore.

All'in all, then, | think that the games
and miniatures in the Specialist Games
range compliment our other products very
well, and make the hobby even more
fulfilling, especially for experienced
hobbyists who are looking for new
challenges and gaming experiences.

Variety, as they say, is the spice of life! For
all of these reasons, we consider the

Above. Witch Hunters scour the
damned city of Mordheim.

Specialist Games range to be an important
part of the Games Workshop hobby and
one that we don’t want to see disappear.
Therefore, in order to make sure that
doesn’t happen, we've come up with a
cunning plan to make sure that the
Specialist range remains available for the

foreseeable future.

IN=CC ]MU“_\IC N is a game of fierce

] UNDERHIVE combat between rival
eyt gangs in the dangerous
underworld of the
Mecromundan hives.

territories, wealth and
renown. Only when a
gang leader is well-

known throughout the

to cross over the Wall
and enter into the hive
city above,

Blood Bowl! is the game
in which humans, Orcs,
Elves, Trolls and many
other creatures participate
in a bloodthirsty, fantasy
sport. Take the role of a
Blood Bowl coach
looking to work his team
of psychotic players up
through the leagues and
then on to win the fabled
Blood Bowl itself!

Necromunda Underhive

Gangs must fight to gain

Underhive can he hope

In the vear of 1999, the
twin-tailed comet fell
upon the corrupt city of
Mordheim. All that is left
are smoking ruins and the
mysterious shards known
as wyrdstone. Players
take their mercenary
warbands into the
deserted streets to fight
for the precious
wyrdstone shards,

Epic is a game of mass
combat. Armies of
infantry, legions of tanks
and giant war engines
such as Titans and super-
heavy vehicles engage in
massive conflicts across
entire planets — worlds
such as Armageddon,
where the Orks have
invaded and only the
massed might of the
Imperium and numerous
Space Marine Chapters
can stop them.
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Dark Elf Blood Bowl! players are
naturally good at the passing
game, and excel at long-ball
tactical plays.

Delaque gangers work in the
shadows, dealing in complex plots

and misinformation. Delaques only

go to battle after meticulous
planning and preparation.

Write to Jervis at:

Jervis Johnson

c/o White Dwarf
Design Studio

Games Workshop
Willow Road
Nottingham NG7 2WS
United Kingdom

Inquisitor Eisenhorn and his retinue
are on the hunt for a foul heretic and
his foolhardy servants.

As I've already mentioned, the main
home for the games in the Specialist range
is the new-look Games Workshop website
and online store. Just visit the website and
follow the links for the Specialist Games
range and you will be led to a treasure
trove of cool stuff, including copies of the
rules that you can download for free, an
online store for the Citadel miniatures
needed to
play the
games, and a
wide
collection of
support
material and
articles about
the games
that will help
you to get the
most from them. You can also order
miniatures from the Specialist range from
the Direct Sales order points we have in
our stores, and if you do this any models
you order can be collected from the store,
post free.

Of course, just having a home for the
games in the Specialist range isn't going to
help all that much if people are not aware
that the range exists, so the other thing
we've been working away on is a new
Specialist Games range catalogue. This is
still a work in progress as | type this
column, but as long as everything goes to
plan it will be out in time for Christmas.
The catalogue will be full-colour
throughout and will show off all of the
Citadel miniatures in the Specialist range.
This will, of course, make the catalogue
jolly useful for those enlightened
individuals that already play the games in

WHITE DWARF STANDARD BEARER

“ We already have a
fantastic range of
Specialist Games for
you to choose from. ,, the chance to

the Specialist range, but, speaking
personally, | think it's just as important as a
way of making sure that as many people as
possible know about these great games and
how to get hold of them.

And that, in a nutshell, is our plan for
supporting the Specialist range. In the
future we hope to be able to add new
games and new miniatures to the range,
though it has to
be said that such
things are a long
way off right now.
However, | know
that quite a few of
our designers
would love to get

make some new

Specialist Games
range miniatures, and when we get the
chance to let them do so, we'll let you
know right here in White Dwarf. Watch
this space, as they say! Until then, we
already have a fantastic range of Specialist
Games for you to choose from, and all
these games work brilliantly well with the
miniatures that are already available. Just
as importantly, these games are going to be
kept permanently available for those
players that already know and love them,
and for the new generations of gamers who
have yet to have had the joy of discovering
them. The Specialist Games range is here
to stay!

As ever, if you have any thoughts,
comments or feedback on what you’ve just
read, or about the hobby in general, then
please write to me. I'd love to hear what
you think of the Specialist Games range
and our plans for it.




We launched the Modular Movement Trays back in December  Creating Movement Trays

last year and the kit has proved very popular with hobbyists e
for customising movement trays to fit their units. modular system, here’s a

quick recap on how to
make them:

owever, the potential of a large
H gridded plastic sheet has proven

too hard to ignore for many
modellers and so the modular tray
components have been used in ways other
than those originally intended. Below is
just one method. Not that we’re
complaining - that’s just one of the things
that makes the hobby so much fun.

Basing Your Buildings

The following top tip was brought to our
attention by Will Bowdrey, one of our store
managers. He's been using the sheets as
sturdy bases for his buildings. The grid
looks great as a paved urban
environment on a Warhammer
40,000 battlefield, or as ancient
slabs of stone as part of a Warhammer
terrain set. The two examples shown here,
constructed and painted by Alan Merrett,
illustrate what you can achieve with a

Mark out the size you want
your tray to be. Don't forget the
sheet is double sided - one side
has a 25mm grid, the other has
20mm squares.

minimum of fuss. Above: An arcane ruin Below: A 40K building
First, cut your base o the desied size e e odlar - Zaete htalie |
using the same method as described on the  ajan collection, Vs e - the
right. ThE‘ﬂ, weather the base. This is maodular trays and their
simply a case of using a good, sharp plastic frames, too. o i, 1
Hobby Knife to cut and score the edges of Place the sheet flat on a cutting

mat and use a saw to cut along

|
the base sheet to create suitable cracks in ) ‘
the marked groves. You don't

the paving or chips in the stone. How
much weathering you do is entirely up to
you, although it is best to diminish the
base edges so they don't look too stark
against your tabletop. Once you have
assembled your building or terrain
piece you can stick it to the base,
adding sand and rubble (which can
be made out of spare bits from

your modular tray kit — chopping

up the tray edging and corners

or any spare base cast-offs) adds

to the effect, just as Alan has
done here. Then simply
undercoat and paint your
based up terrain. Static
grass, lichen and flock

can be added as

finishing touches.

need to cut all the way through
as, once you have scored the
plastic, you can carefully snap it.

| When you have the sheet cut to
the desired size, it's best to stick
the two corners on first with
Plastic Glue. Now attach the
straight edges, by measuring the
gap between the corners and
then cutting the straight edge
pieces lo fit.

If you have a quick hobby
tip that you’d like to share,
why not write to us at the
usual address? Who knows,
it might end up being the
subject of a future White
Dwarf or web article!
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PAINTING
WORKSHOP

ASSAULT ON BLAGK REAGH

"WARHAMMER

440000

Each month the

we're going to focus on how to

assemble and paint your Assault on
Black Reach models. We'll also be paying
particular attention to the Space Marine
Terminator and Ork Nob you've received
free with this very issue.

The great thing about push-fit models,
such as those you get in Black Reach, is
that they’re very easy to assemble and so
you can get them ready to play on the
tabletop in no time at all. However, after
your first couple of games you're going to
want to paint them up.

For this month’s Painting Workshop

Find Out More

You'll find lots more
tips on painting Citadel
miniatures in the aptly
named How to Paint
Citadel Miniatures
book. For Space
Marines players in
particular, the
companion volume,

To assemble them, a dab of Plastic
Glue on the connector lugs will ensure
your models will stay rock solid. Then
simply undercoat them using either Skull
White or Chaos Black spray. If you're new
to miniature painting, don't fret, as there’s
loads of easy to follow advice and tutorials
in this article. You'll also find some solid
painting advice, along with most of the
colours that you'll need, in the new
Assault on Black Reach paint set. The set
also contains an extra five Tactical
Marines, which you can use to perfect
your techniques on.

Q4AUES WORKSHE:
How g

Painting Workshop
series builds into an
invaluable resource of
techniques, tips and
tutorials. This issue we
look at painting the
models from Assault
on Black Reach.

How to Paint Space
Marines, is an essential
reference guide to
painting the Emperor’s
finest warriors.




ULTRAMARINES TACTICAL SQUAD

You'll find Tactical Squads at the core of
most Space Marine forces and you get a
full ten-man squad in Black Reach. When
assembling them, remove the components
from the plastic frame, being careful not to

Step 1. Start by undercoating your
Space Marine with Chaos Black.
Next, paint the armour with a layer
of Mordian Blue and the gun with
Boltgun Metal.

Step 2. Use Shining Gold to paint the
shoulder pad rims and insignia, and
Blood Red to paint the eyes.

COMPANY MARKINGS

The Ultramarines shown throughout this article are from the
famous 2nd Company, led by Captain Sicarius. There are ten
companies in a Space Marine Chapter, and these are denoted
by the colour of a Space Marine’s shoulder pad rims.

Ultramarines
Chapter Badge

N
5}.‘_&‘& é{‘-; 15t Company
[ rrn \"‘_“.
'?’;//‘ ‘\\Q‘F 2nd Company

3rd Compan
The arrow symbol -
indicates that this
Space Marine is a
member of a
Tactical Squad.

4th Company
5th Company

7th Company

8th Company

9th Company

10th Company
(no colour)

Showcase

Space Marines of the Salamanders
Chapter are implacable in attack
and immovable in defence.

Step 3. You can add highlights to
models using lighter colours — on the
armour using Ultramarines Blue and
on the Boltgun with Mithril Silver.

The Crimson Fists Chapter hold the
Orks as their most bitter enemies.

cut off the connector lugs. Use a hobby
knife to scrape off any mould lines, and
then stick the components together with
Plastic Glue. Chad Mierzwa shows us how
to get the Space Marines fit for action.

A finished Tactical
Marine, ready to face the
Orks at Black Reach.

SPACE MARINE TRANSFERS

You'll find a brand new transfer sheet in the
Assault on Black Reach game. Waterslide
transfers are really useful for adding heraldry and
squad markings to your miniatures.

Chapter Markings
In case you don’t want to paint your Space Marines as
Ultramarines, there are three other Chapter badges on the sheet.

®

Ultramarines Salamanders White Scars Crimson Fists

Campaign Markings
These mark your army out
as participating in an
ongoing campaign.

® @

Squad Markings

Use these to indicate whether
your Tactical Marine is the first
or second squad of the company.

I I

The White Scars are raiders without
peer, masters of hit-and-run warfare.

www.games-workshop.com
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ULTRAMARINES TERMINATORS

As well as the Terminator you get with this
issue (which no doubt you'll have already
assembled) there's a further five of these
Space Marine veterans in Black Reach. Just
like the Tactical Squad, they are easy to

assemble and will be ready for painting in
no time. The Terminators require a very
similar palette to the other Ultramarines,
and so they were undercoated with Chaos
Black as before.

Step 1. Paint the armour with a flat, Step 2. The whole model can be Step 3. Apply an edge highlight to Apply Skull White as the
even coat of Mordian Blue, Paint all  shaded with a wash of Badab Black.  the armour with a 1:1 mix of last layer for the helmet
af the metallic areas with Boltgun The Terminator’s helmet is then given  Mordian Blue and Space Wolves and as a fine highlight for
Metal, before painting the weapon a coat of Shadow Grey. Grey. The helmet and raised areas the raised details, such as
casing with Chaos Black. Carefully are layered with Fortress Grey. the chest plate and Crux
dot in the eyes with Red Gore. Highlight the metal areas with a coat Terminatus icon on the
Finally, paint the raised details with of Chainmail. left shoulder.

a flat coat of Shadow Grey.

A steady hand, a fine
brush point and Skull
White paint were used
to add script onto the
Terminator armour in
certain areas, like the
power fist.

The Purity Seal was
painted with Bleached
Bone on the
parchment area,
followed by a
Gryphonne Sepia
Wash. The seal itself
was painted Blood
Red and highlighted
with Blazing Orange.

ULTRAMARINES DREADNOUGHT

The Dreadnought looks and acts like an
even larger version of a Space Marine
Terminator. As such you can use the
painting method described in the stage-
by-stage above and apply it to the
ancient Space Marine veteran. In
particular, the metal areas (see inset)
can be painted in the same way as the
Terminator’s storm bolter. The transfer
sheet also has some useful badges and
insignia that can be placed onto the
Dreadnought. We'll be covering how to
apply transfers in next month’s Citadel
Hobby Essentials.
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Spare Parts 556

The new Terminators are
completely compatible with
your existing Space Marine
plastics. Here, Matt Hutson
has used a spare cyclone
missile launcher and chest
plate from his bitz box and,
with a bit of work, mounted it
to a Black Reach Terminator.

m ®&— Spare cyclone

missile launcher
companents

Torso and head from

Terminator box set

Black Reach —e
Terminator




GOFF ORK BOYZ

Ork Boyz work best in large numbers, as
they excel in combat but wear very little
armour — the more Boyz you have, the
more likely they are to get up close and
personal before getting shot!

Assault on Black Reach provides you
with 20 Boyz. They're easy to assemble —
simply attach the head and slugga arm in
the desired position and then undercoat

them Chaos Black.

Step 1. As with the Space Marines,
use Chaos Black to undercoat your
Ork. Paint the weapons Boltgun

Metal and the skin Orkhide Shade.
Use Scorched Brown for the straps.

GOFF ORK SYMBOLS

G

Check Patterns

Goffs love to decorate their wargear with o
checks. It's surprisingly easy to achieve a

checked pattern, just follow these two stages:

Showcase

Orks of the Evil Sunz clan are
irresistibly drawn to fast vehicles
and raucous noise,

Step 2. Layer the skin with Goblin
Green, leaving the Orkhide Shade
visible in the recesses. Pick out the
teeth and nails with Bleached Bone.

Goff armies rely heavily on foot-sloggers, and
their clan emblem is a bull’s head. Goffs often
sport black-and-white checks and “dags” for
decoration, occasionally wearing red as a
contrasting colour.

To paint checks,
first draw a grid on

the surface you

wish to paint.

Next, fill in
alternate checks
with a steady hand.

The Bad Moons are the wealthiest
of Ork clans, They have the ‘ardest
armour and the shootiest gunz.

Step 3. You can then highlight the
Ork’s skin with a 1:1 mix of Goblin
Green and Bleached Bone. Highlight
the metal areas, such as the choppa
and slugga with Chainmail.

All these models were based
the same way. Stick sand to
the tap surface with PVA
glue, then paint it Khemri
Brown, before drvbrushing
it with Bleached Bone.

ORK TRANSFERS

The transfer sheet included in the box
caters for the Orks as much as it does
the Space Marines.

These can be placed

on weapons, armour

and shoulder plates. T o

dangerous

Clan Glyphs

If you want to paint your Orks as a clan other than
Goffs, then the transfers will come in handy. the
white ones look good against dark backgrounds,
and vice versa.

¥ €

Lightning fast Bad Moon  Evil Sunz  Goff Orks

Orks Orks

Snakebites are staunch followers
of the ofd ways, tough as old
boots and ‘ard as nails.
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GOFF ORK NOBZ

The Ork Nob is the other free miniature
that came with this issue of White Dwarf,
and you get five of these brutes in the
Black Reach box. When you assemble the
Nob - or indeed any of the push-fit

miniatures — it's always worth taking a
minute or two to try out a few positions,
such as tilting the head or raising or
lowering the weapon. This will give each
of your models a different posture.

PAINT YOUR-
rnz:nsﬁ

Step 1. Paint the Nob’s skin with Step 2. Layer the skin with Knarloc Step 3. Give the flesh a wash of After the top-knot and
Orkhide Shade. All the metal areas Green, before giving the model a Thraka Green, followed by a cloth have had a fine edge
were painted Boltgun Metal. The wash of Badab Black. Pick out the highlight of Goblin Green. We used highlight of Fortress Grey,
Ork’s hair and cloth used a 1:1 mix teeth with Bleached Bone, before Mithril Silver for highlighting the the Nob is ready to take
of Codex Grey and Chaos Black. The highlighting the top-knot and black metal areas. Give the tusks a final on all-comers!

large tusks can be painted with cloth with Codex Grey. highlight of Skull White.

Ivanden Darksun.

ADDITIONAL DETAILS

The leather areas were
first given a basecoat
of Scorched Brown.
This was followed by
Bestial Brown, a wash
of Gryphonne Sepia
and then a highlight of
Snakebite Leather.

The spare slugga shells
fand the ammo drum)
started with a base of
Shining Gold. A wash of
Gryphonne Sepia was
then applied, followed
by Burnished Gold and
a final highlight of
Mithril Silver.

ORK DEFFKOPTA

The Deffkoptas have been
painted in mostly black
and metallic colours.
Boltgun Metal followed by
a Badab Black wash, and
then a highlight of either
Chainmail or Mithril Silver
(or even both) is always an
effective method for
painting metal. On a large
Ork model like this, the
battle-damaged effect
described above works
particularly well, and has
been applied to most of
the armour plates.
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Scratched and
Damaged Armour

Orks don't keep their gear
in good condition, and

many painters like to paint a

battle-worn, scratched effect
onto Ork wargear. Use a
fine brush point and a small
amount of Mithril Silver to

paint your scratches on — for

a more realistic effect,
concentrate on the edges
that are most likely to suffer
from wear and tear.

O‘ Technique




ASSAULT ON BLACK REACH SHOWCASE

Ork Warboss Space Marine Captain
by Darren Latham by Sebastian Archer

Space Marine Veteran Sergeant Terminator Sergeant
by Joe Tomaszewski by Anja Wettergren

Ultramarines Dreadnought Ork with big shoota
by Keith Robertson by Fil Dunn
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YAV METAD
MASTERCLASS

DARK ELVES

‘i‘ip Duu&n W ‘uEn\

Neil Green is a
veteran of the
Masterclass series and
once more he has
stepped up, this time
to paint the brand new
Dark ElIf Dreadlord on
Cold One.

DREADLORD

their positions of power to their

bloodlines, cruel and dashing
exploits, or favour at Malekith’s court.
Others are granted temporary power by
means of a writ of iron, granted by one of
the rulers of the great cities of Naggaroth.

A writ of iron grants the Dreadlord

power and influence equal to that of his
sponsor. However, should the Dreadlord
fail in his appointed task, the writ is melted
down and the molten remains poured
down the noble’s throat. Such is the price
of failure in Naggaroth.

There are many Dreadlords who owe

" You Will Need

All of these paints are available from the Citadel
Colour, Wash and Foundation ranges of paints.

o Bleached Bone
o Boltgun Metal

. Camo Green

. Catachan Green

O chainmail

. Chaos Black
. Codex Grey

@ Dwarf Flesh

00000000

Fortress Grey
Liche Purple

Mithril Silver
Orkhide Shade
Space Wolves Grey
Regal Blue

Rotting Flesh

Scorched Brown

Mike Anderson’s brilliant Dreadlord,
mounted on Jes Goodwin’s new-look
Cold One, perfectly encapsulates the
menace and power of a Dark EIf Noble.
This meant it was a perfect candidate for
a Masterclass. Once again, 'Eavy Metal
veteran Neil Green volunteered to
masterfully paint this beautiful miniature.

Neil started by meticulously cleaning
up all the metal components, before gluing
them together with superglue. The fine
joins were filled with green stuff and then
filed down smooth when dry. The whole
model was then undercoated Chaos Black.

Skull White
Shining Gold
Vermin Brown
Warlock Purple
Asurmen Blue
Badab Black
Devlan Mud

Gryphonne Sepia

[CICICIGIGT ] @@

Thraka Green

Matt Varnish

C




Cold One Skin and Scales

It's always good to plan out your colour
palette before you get started. For the Cold
One, Neil wanted to use a palette of cold
colours similar to the other Dark Elf Cold
Ones, as a direct contrast to the warm reds
that have been used for the Cold One
mounts in the Lizardmen range.

Bearing that in mind, Neil went for a
cool blue colour for the scales and then a
complementary green for the creature’s
skin. When he was painting the skin, Neil
thought the green was becoming too warm
and so added Space Wolf Grey to the mix,

as described in Step 3 below.

L 3 i

b8 b 3,

The tail was painted with a dark
basecoat, and then lighter colours
were applied with a fine brush in
fots of small, downward strokes.

The claws are also split into areas of
scales and skin, and these were
treated in the same way as the rest
of the model.

Painting the Skin

Step 1. For the Cold One’s skin
tones, Neil started with a
basecoat of Orkhide Shade
followed by a layer of
Catachan Green.

Painting the Scales

Step 1. The scales were given a
basecoat of Regal Blue. An initial
1:1 highlight mix of Regal Blue
and Rotting Flesh was applied to
the edges of each of the scales.

Step 2. A 1:1 mix of Catachan
Green and Camo Green was
applied as a mid-tone. More
Camo Green was added to the
mix for the next layer.

Step 2. A further highlight layer
was applied, adding a bit more
Rotting Flesh to the mix before

painting it onto the edges of the
scales once more.

Step 3. A highlight of Camo
Green was then applied, followed
by an even finer highlight using a
1:1 mix of Camo Green and
Space Wolves Grey.

Step 3. A wash of Asurmen Blue
and Thraka Green was applied all
over the scales. The highlight mix
was then reapplied, followed by a
wash of Thraka Green.

Step 4. The skin was given a
wash of Asurmen Blue, and a
final 1:3 highlight mix of Camo
Green and Space Wolves Grey
was applied to the most
prominent areas.

Other Scale Colours

The ‘Eavy Metal team have
also painted some Dark EIf
Cold Ones in ruddy dark
greens, highlighting them
with white and yellow.
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Dark blues and deep purples have been associated with
every incarnation of Dark Elves we've produced over the
years. Traditionally, purple is also linked with nobility
because it was an expensive dye that only the rich could
afford. So, for the Dreadlord, Neil wanted it to be the
prominent colour. It also contrasts well against the cool

blue and green of the Cold One. To get a rich, deep
purple, Neil used a base of Liche Purple with a shade
mixed from Chaos Black and Liche Purple.

The shield was painted using the same method as the
purple cloth, although Neil added far starker highlighting

to the sharp edges of the shield.

Purple Cloth

Step 1. The cloth was given a
basecoat of Liche Purple. A 1:1
mix of Liche Purple and Chaos
Black was then painted into the
recessed areas.

Painting Skin

Step 1. A basecoat of pure
Vermin Brown was painted on,
followed by a 1:1 mix of Vermin
Brown and Dwarf Flesh.

Step 2. An initial highlight using
a 2:1:1 mix of Liche Purple,
Warlock Purple and Bleached
Bone was painted onto all but
the deepest recesses,

Step 2. A layer of Dwarf Flesh
was then brushed on to the
raised areas of the face,
followed by a 3:1 mix of Dwarf
Flesh and Bleached Bone.

Step 3. Three further highlights
were added, each time with a
bit mare Bleached Bone in the
mix. A wash of a 2:1:1 mix of
Liche Purple, Warlock Purple
and Chaos Black was then
applied to the whole area.

Step 3. A highlight of a 1:1 mix
of Dwarf Flesh and Bleached
Bone was then used. A further
highlight was applied, adding a
little Skull White to the mix.

Step 4. For the final stage, the
raised areas of the cloth were
once again highlighted, this
time with a 1:1:2 mix of Liche
Purple, Warlock Purple and
Bleached Bone.

Step 4. The eyes were painted
with Scorched Brown and
“dotted” with Bleached Bone.
The face was shaded with
walered down Scorched Brown.

WHITE DWARF
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Another example of planning out your colours before you

begin painting can be seen on the Cold One. Both silver

and gold were used on the armour to highlight the fact that
this Cold One was a Dreadlord’s mount. The Cold One's

armoured helm, the champron, was painted gold to

suggest a crown, further defining the mount as one of the

|argest and most vicious examples of the species. The
chainmail on both the Dreadlord’s legs and the Cold One’s
barding was edged with gold. On the Dreadlord himself,
gold banding was used on his armour, again to mark him
out as a character and make him stand out when placed in
the ranks of the Cold One Knights.

Painting Steel

Step 1. Neil started by painting
a basecoat of Boltgun Metal all
over the metal areas.

Painting Gold

Step 1. A 1:1 mix of Shining
Gold and Scorched Brown was
used as a basecolour. When dry,
Neil washed the area with
watered-down Scorched Brown.

Step 2. Next he shaded the
metal with a thinned-down 1:1
mix of Chaos Black and Codex
Grey. The Boltgun Metal was
reapplied, followed by a
highlight of Chainmail.

Step 2. Shining Gold was
brushed on over the basecoat,
followed by a highlight using a
1:1 mix of Shining Gold and
Mithril Silver.

Step 3. A wash of Devlan Mud
was added next. When this was
dry, the areas were washed
again with Badab Black. Finally,
the raised areas and edges were
highlighted with Mithril Silver.

Step 3. A wash of Devlan Mud
was then applied, before a final
wash of Gryphonne Sepia was
used ta finish off the gold effect.

Gold Inlay

‘Eavy Metal’s Joe
Tomaszewski took a
different approach to the
armour of his Dreadlord,
and gave the model a
really ostentatious look by
using a gold inlay. First he
painted the metal areas
silver, and then he marked
off the gold areas with
Chaos Black. These were
then painted with the gold
method used by Neil.

The silver areas were then
re-highlighted where they
met the gold banding.
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The shield design was painted by Neil in freehand. It does
take a bit of practice to be able to paint glyphs, sigils and
other race markings with just a brush and a steady hand,
but even the guys in 'Eavy Metal don't always get it right
on their first attempt. To start with it's always best to draw
your design on a piece of paper and then copy it. Don't

make it up on the fly — it rarely works! Spacing and size
are also very important; use dots to mark prominent points
or some other visual cue to make sure your design fits into
the space. Take your time and draw the basic shape, even
if it's quite rough at first. The joy of painting means you
can always cover up any mistakes and refine your design.

Battle Standard

Joe converted his
Dreadlord into a Battle
Standard Bearer with a
simple weapon swap for
the standard. As you can
see from the picture
above, the banner itself
features an icon designed
by Joe and painted on
freehand. For Joe it was
important that the design
was placed in the middle
of the banner, so he
carefully plotted the
centre and extreme points
of the icon before he

Painting Black

Step 1. Starting with a Chaos
Black basecoat, Neil highlighted it
with a 1:1 mix of Chaos Black
and Codex Grey, and then applied
a further highlight of Codex Grey.

Step 2. A further highlight of
Fartress Grey was then lightly
applied, before being shaded
with a wash of Badab Black.

Step 3. When dry, Neil
reapplied Fortress Grey
highlights. A final highlight of a
1:1 mix of Fortress Grey and
Skull White was then added to
the most raised areas.

actually started painting it.

Painting the Shield Rune

Step 1. Once Neil had finalised
a design, he copied it very
carefully onto the surface of the
shield with Vomit Brown.

Step 2. Bleached Bone was used
to create a fine keyline around
the edge of the design.

Step 3. Neil then carefully tidied
up the design using Skull White
and Liche Purple to further
define ancl neaten up the image.
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Final Details

To finish the model Neil picked out the smaller details,
such as the Cold One's eye, the rune at the base of the
sword blade and the skulls.

The teeth and claw
given a bas

@n',i.'hhghr of Skull White.

While it's tempting to rush through these last few bits,
you should always spend plenty of time on them to make
sure the whole model comes together.

first painted
rd Earth, then a

, followed by a
Skull White highlight.

using a 1:1 mix
and Chaos Black.
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i Continuing the huge success of last year’s inaugural Polish Golden
% Demon painting competition, this year sees the event go from
“ - strength to strength, and move to a new venue as well.

s ﬁ fter the huge success of last year’s GOLDEN DEMON AND MORE

= Polish Golden Demon, 2008 As well as the painting competition itself,
F continues to see the biggest there will also be the infamous Scrap
4 miniatures painting competition in Poland Demon convertion competition in which
grow in size and popularity as it finds its you can let your modelling skills run riot, as
rightful place alongside its sister Games well as introductions to painting and
Workshop Golden Demon events. gaming, not to mention a sneak
presentation of many of our forthcoming
A NEW VENUE new releases. Finally, we'll have special
This year, this most prestigeous of painting guest personalities from the Design Studio
competitions will be held at the Poznan who will be on hand to answer all your
Game Arena in conjunction with the questions about the hobby.
Poznan International Fair — a unique Check the official Polish Golden Demon
multimedia and entertainment trade fair that ~ website for all the latest updates and
attracts computer gamers, party game announcements as they happen.

enthusiasts and fans of
extreme sports. Last year
alone, over 17,000
entertainment and hobby
enthusiasts from all across
Europe visited the event,
so you can be sure the
arrival of Golden Demon
will cause quite a stir.

P The winners of last year’s
Polish Golden Demon
painting competition

22nd-23rd November 2008

OPENINGHOURS:  TIGKETS:

Tickets are now available from the official website:

100 WHITE DWARF POLISH GOLDEN DEMON




||l i

G010 | Diorama
Frodo, Sam and Gollum
Julien Casses

SILVER | Warhammer 40,000 Unit

Inquisitor’s Retinue
Aleksander Witkowski

To see all of last year’s winning entries, log on to www.goldendemon.pl
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What’s on, when and where:
All the events for the next
few months are listed here.

WARHAMMER 4
- 40,000,

THIRTEENTH
| ‘BLACK CmJSADE

OTH=/TH

SEPTEMBER 2008

27th-28th September

www.warhammerworld.org
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6th’ 13th Black Crusaide
Campaign Weekenﬂ

Date: 6th-7th September, 2008 %, 13 (5(
Venue: Warhammer World, Nottingham
Age Limit:16+
Details: The Eye of Terror has vomited forth a
tide of mutants, traitors and heretics. Blood
feuds that have lasted ten millennia have
been put aside in the name of one common
cause: the utter destruction of the Imperium.
This exciting campaign weekend
promotes story-driven gaming in a relaxed
setting. Full details can be found in the
campaign pack, available to download from
the Tempus Fugitives’ website.
Tickets: £50 and include five games over the
weekend as well as lunch on both days, and
an evening meal on the Saturday.
Contact: tfevents@tempusfugitives.co.uk
Website: www.tempusfugitives.co.uk

EVENT SPOTLIGHT
1111) Games Day 2008

Date: Sunday 14th September, 2008

Venue: Birmingham NEC, England

Details: Games Day is Games Workshop's
premier event, designed to highlight the size,
splendour and excitement of our hobby. This
year, Games Day will be even bigger and
better than ever before as we expand into the
cavernous space of Hall One.

Sneak previews of forthcoming releases,
guest studio and Black Library personalities
and participation games are just some of the
many activities at this year's Games Day,
Tickets: £30 and includes this year's
exclusive Games Day miniature.

Contact: Mail Order — 0115 91 40000
Website: www.games-workshop.com

20th Ordeaus Nehula

Date: 20th September, 2008 .+, .3

Venue: Hatherton Road Church Hall, Walsall

Details: In this event, you will play three

games of Warhammer at ever-increasing

points values, beginning at 1000 and finishing

on 2500.

Tickets: £16

Contact: Martyn Furnival or Mike Whooley
on 01243 537404

21th Call to Arms Sneclallst

Games GT

Date: 27th-28th September, 2008

Venue: Warhammer World, Nottingham

Age Limit:16+

Details: The Call to Arms Grand Tournament
is a celebration of Games Workshop's
Specialist Games range — specifically,
Mordheim, Warmaster and Epic: 40,000.
Mordheim: You will play seven games over
the weekend and will require a starting
Warband of 500 Gold Crowns following the
rules in the Mordheim Living Rulebook.
Warmaster: You will play six games over the
weekend and will require a 2000 point army
following the rules in the Warmaster Living
Rulebook.

Epic 40,000: You will play six games over the
weekend and will require a 3000 point army
following the rules in the Epic Living
Rulebook.

Living Rulebooks: You can download the
latest copies of the Living Rulebooks for all of
the Specialist Games range, entirely free of
charge from the Specialist Games website.
Tickets: £55 and include five games over the
weekend as well as lunch on both days, and
an evening meal on the Saturday.

Contact: Mail Order — 0115 97 40000
Website: www.specialist-games.com

Event information correct at time of going to press. Games Workshop is not responsible for events not run by Games Workshop.



4t Throne of Skulls
near 1 Warhammer

Date: 4th—5th October, 2008 G
Venue: Warhammer World, Nottingham
Age Limit:16+

Details: Compete for your place in this
season’s Grand Final. You will need a fully
painted 2000 point Warhammer army to play
in six games over the weekend. The qualifiers
receive a free place in the final.

Tickets: Tickets cost £55 and include
vouchers towards lunch on both days, an
evening meal on the Saturday night, tea and
coffee at the start of both days and doughnuts
to get you started on Saturday morning.
Contact: Mail Order — 0115 91 40000

1th) Throne of Skulls
HEAT 1 Warnammertlll 000

Date: 11th-12th October, 2008 % NHE
Venue: Warhammer World, Nomngham
Age Limit:16+

Details: Compete for your place in this
season’s Grand Final. You will need a fully
painted 1500 point Warhammer 40,000 army
to play in six games over the weekend. The
qualifiers receive a free place in the final.
Tickets: Tickets cost £55 and include
vouchers towards lunch on both days, an
evening meal on the Saturday night, tea and
coffee at the start of both days and doughnuts
to get you started on Saturday morning.
Contact: Mail Order — 0115 91 40000
Website: www.warhammerworld.org

[12th) Warhammer Teams
Tournament

Date: 12th October, 2008 [6A1ES WORHSHOP
Venue: Wakefield Hobby Centre

Details: Team up with your friends to
overcome all challenges, using your skill and
judgement to not only win your battle, but pit
the right players against the right opponents.
Do you have the nerve and skill to be the
Team Champions? Each player will need a
1500 point Warhammer 40,000 army.
Tickets: Tickets cost £30 per four player team.
Contact: GW Wakefield - 01924 369431

Venue The London Event Centre,

CW Bromley
Details: The London Events Centre would like
to present Heresy — a one-day doubles
tournament for Warhammer 40,000. You will
need a 1000 point army following the normal
restrictions in the relevant codex. Your partner
selects a further 1000 points from their own
codex. Awards will be honoured for first,
second and third places, as well as for the
best painted army.
Tickets: Tickets cost £20 and, upon purchase
of your ticket you will receive your copy of
the tournament rules pack.
Contact: GW Bromley — 0208 466 0678

26t Warhammer 40,000

Date: 26th October, 2008 SLIBGC
Venue: King and Queen Pub,

Marlborough Place, Brighton
Details: Play four games in this cheerful
tournament with your friend as your ally.
Contact: peter.cooke@ntlworld.com

29llp Warhammer 40,000

Dutch GT

Date: 25th-26th October, 2008 CAMCRIEEEL

Venue: Sporthal University of Tilburg,

The Netherlands
Age Limit:16+
Details: The Dutch Warhammer 40,000
Grand Tournament consists of five rounds
played across two days with armies of 1700
points as gamers from all over Europe
compete for the title of Dutch Grand
Champion 2008.
Tickets: Tickets cost €55 each and include
lunch on both days and an evening meal on
the Saturday. To purchase your ticket, call
Mail Order or visit any of the Dutch Hobby
Centres. For more information, including the
rulsepack, visit the Games Workshop website.
Contact: Mail Order — 0115 91 40000
Website: www.games-workshop.com

GAUES WORISHOP)

TOURNAMENTS

Event information carrect at time of going to press. Games Workshop (s not responsible for events not run by Games Workshop,

‘i"ﬂ, A nulfl.l\lh hEl‘-

THRSNE o SKULLS

4th-5th October 2008
1st-2nd November 2008

15th-16th November 2008

www.games-workshop.com

11th-12th October 2008

8th-9th November 2008

22nd-23rd November 2008

WWW.games-workshop.com
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STORE FINDER

All the Games Workshop stores, stockists and clubs at your fingertips

GAMES WORESHOP Hohhy Centres

OPENING TIMES

Mon-Fri: 10am — 6pm
Saturday: 10am — 6pm
Sunday: 11am - 5pm

The majority of our
stores adhere to the
above opening times.

However, as a number
of stores’ opening times
may vary, we
recommend you
contact the relevant
store for opening times
before visiting.

You can find your local
store online with our
Store Finder:

www.games-workshop.com
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Hobby Centres are Games Workshop’s own retail outlets. Each store provides gaming and
painting facilities and is staffed by expert hobbyists! Hobby Centres are marked in red in

the store listings.

Full range of products

All our centres stock a full range of
Warhammer 40,000, Warhammer and The
Lord of The Rings games and models as
well as all the hobby materials you need to
collect, build and paint your armies.

In-store order point

All of our stores have a Mail Order in-store
order point which you can use to get your
hands on all of our Specialist Games
products, plus many exclusive miniatures,
components and classic models with
which to customise your Warhammer,
Warhammer 40,000 and The Lord of The
Rings forces.

Gaming Rooms

Gaming Rooms are exactly the same as our
other Hobby Centres. However, as well as
stocking our complete range of products,
they also offer additional gaming tables
and space making them the perfect place
to play your games.

Free painting & modelling advice
No matter what your level of painting or
modelling skill, if you spend 30 minutes
with one of our members of staff you will
see those skills improved and might find
out something you never knew!

Free gaming & tactics advice

All our staff are experienced gamers (after
all it's what they do for a living!). They can
give you sound tactical advice, help you
build battle-winning armies and clear up
most of your rules queries.

Free beginners programme

Our special beginners’ programme teaches
you how to play and helps you take your
first steps into the Games Workshop hobby.
The programme runs on Sundays, but there
is also one night during the week when
you can indulge in more gaming too. All
you need to do is come along!




IN YOUR LOCAL AREA

With over 500 locations across Europe there is never a stockist far
away, making them perfect for that quick resupply or hobby need.

GAMES WORKSHOP

Games Workshop Independent Stockists are official sellers
of Games Workshop games and hobby products.

MOST POPULAR STOCK LINES

Independent Stockists stock our most popular products, so you're

more likely to find exactly what you're looking for!

Independent Stockists

Games Workshop products are sold by a large number of

shops in many different countries across the world.

IN THIS DIRECTORY

AROUND THE WORLD

Full listing of all the stores that sell Games Workshop products
across the UK, parts of Europe, South Africa and the Middle East.

If you're unsure where your nearest stockist is located, anywhere

in the world, call Mail Order on: +44 (0) 115 91 40000

Store Directory

Tel: 0117 425 1533

GW BRISTOL (CRIBBS CALSEWAY):
Unit 120, The Mall, 1534 U

Yel: 0117 955 2520

BRISTOL, Area 51:

Tel: 0117 W244655

BRISTOL, HobhyCraft:

Tel: 0117 438 7100

GW BEDFORD:

110 Greyiriars, ME&0 1HF

Tel: 0125 427 3663

LUTON, Ottakers:

Tel: 01582 406599

CRANFIELD, Wargames Warkshop:
Tel: 01234 T5TRTE

- GW MMDEN HEAD:

Uit 2, 17 Markel Street, SLE HAA
Telt D1h2 163 1747

GW READING:

29 Oxfrd Ruasdl, RGI TOG

Teki 0118 939 1633

GW WINDSOR:

Unit 3, & Gearge ¥ Place, 514 109
Tel; 01753 BaT1067
BRACKMNELL, Waterstones:
Tel: 01344 485124

NEWBURY, Toycraft:

Tel: 01635 30077

READING, HobhyCrait:

Tel: 0114 902 BROD
WINDSOR, W] Daniels:

Tel: 01753 862106

GW BIRMINGHAM:

Unit 116, Buliring Link, B 45

Tel: 1121 533 7193

GW DUDLEY:

it 36, Merry Hill Cendre, DYE 4LIE
Tek: 0134 448 1010

Tel: 0121 705 7997
= GW SUTTON COLDFIELD:
4547 Dirmingham Road, 872 10F
Teki 0121 354 3174

W WALSALL:

G

Uit 27, Ol Supasre Shopping Centre, W51 10F
Tel: 0192 273 5207

GW WOLVERHAMPTON:

9 King Stresl, WY1 15T

Tel: G190 231 0466

BIRMINGHAM, Console Games:

Tel: D121 477 0022

WOLVERHAMPTON, HobhyCrait:

Tel: 0145 051 6543

GW HIGH WYCOMBE:

Unit 29, The Cctagon Centre, HIMT 2HT

Tel: 144 451 1494

GW MILTON KEYNES:

504 Silbury Boulovard, MKS 24D

Tel: 150 B6% DATT

AYLESBURY, Bear MNecessili

Tel: 01296 421098

BUCKINGHAM, Abacus Toys:
Tel; 01280 821815

f. DS CROSS, Howard Marshall:
T 2952

MILTON KEYNES, HobbyCrail:

Tel: 01908 308 330

NEWPORT PAGNELL, Doodles

Tel: 0V008 610495

GW CAMBRIDGE:
5 Regend Streel, CE2 107
Tel: 0122 331 3350
GW PETERBOROUGH:
3 Wentwoath Streel. PET 10H
Tel: 01733 050 052
ELY, City Cycle Centre:
Tel: 01353 h63131
HUNTINGDON, Sports & Fashions:
Tel: 11400 454541
FPETERBOROUGH, Your Story:
Tel: 11733 341007
ST NEOTS, First Computer Games:
Tel: (1400 386 b8

ST NEOTS, Gamers:
Tel: 01480 217 443
NEOTS, te Department Store:
Tol: 01480 473241
H, Poppycrait:
Ted: 014945 47559

JERSEY, ST. HELIER, The Little Shop:
Tel: 01534 732147

JERSEY, 5T SAVIOUR, The Jersey
Train and Model Centre

07797 716478

GUERNSEY, ST. PETERS PORT, Carousel:
Tel: 01481 721721

CHESHIRE
* GW CHESTER:
112 Furegate Street, C11 141

Tel: 0124 421 1967

* GW MACCLESFIELD:

Liniit 38, Chestergate Mall, Grosvenor Centrr,
K1

Tel: 0162 561 9020
oW

12 Mevsey Srpiare, 5!(! TRA
Tel: (61 374 1427
GW WARRINGTON:
Linit 19 Dank Street Thne Square, WA1 ZAF
Tel: 0792 545 1984
ALTRINCHAM, The Gaming Crypt:
Tel: 0161 929 99153
BIRKENHB\D I(ll Shop
Tel: (51 647 %
CHESTER, thbytrart
Tel: 01244 niu 1
CONGLETON, Deans Toys & Cycles:
Tel: 0126 0273277
CREWE, ABC Model Sport:
Tol: ulim 505 040
CREWE, Jac in a Box:
Tel: 01270 581 110
CREWE, Jac in a Box:
Tel: 01270 561 114
ELLESMERE PORT, W Homer Cycles:
Tel: 0151 1552130
MARPLE, Marauder Games:
Tel: D161 4274944
NANTWICH, HobbyCraft;
Tel: (045 051 6337
NESTON, Carousel:
Tel: 0151 336 21
NORTHWICH, Level 1:
Tel: 016106 45053
NORTHWICH, The Model Shop:
Tel: 11506 826 346
STALYBRIDGE, Hardcastles:
Tel: 0761 303 9402
STOCKPORT, HobbyCrait:
Teli D1/ 429 5400
HYDE, Goslings Toymaster:
Tek: 0161 427 2099
WIDNES, The Hobby Shop:
Teki 01574 241 947

* GW MIDDLESBROUGH:
Unif 13, 3% Dunda Street, 151 THR
Tel: 164 225 4091
HARTLEPOOL, lllusions:
Tol: 01429 233 199
NCIIIMANBY, PC Tech:
42 461010

DCAR, PC Tech:
Tol: 01842 Hll"fm

GW TRURO:

Ui 1, Birielge House, New Hirickse Streed, TRT 2AA
Tel: 0187 232 0047

BODMIN, Bricknells;

Tel: 01208 77048

BUDE, Nitro RC:

Tel: (11208 353 108

BUDE, More Value:

Tel: 01268 152 J02

CALLINGTON, GMS Games

Tel: (M579 384 437

FALMOUTH, Kernow Toymaster:
Tek: 01326 312 571

Tel: 01326 565117

LISKEARD, Bricknells:
Ted: 01575 342 161

LISKEARD, Trago Mills:

Tel: 0157Y 348 677

NEWLYN, Newlyn Post Office:
Tel: 01736 3645592

NEWQUAY, Planet Hobbywood:
Telt (1617 034 541

L M.nl fior Miniatures:

Tel: 0 22
ST IVES, Dragnns Hoard:
Tel: D1736 79048

TRURO, Tn,,masu-r

Tel: 11872 272 452
WADEBRIDGE, Bricknells:
Ted: 01208 813 274

COUNTY DURHAM

« GW DURHAM:

4 Narth Road, DH1 450

Tel: 0157374 1062

GW DARLINGTON:

TR Skinnergate, DL3 TLX

Tel: 0132 530 2463

BARNARD CASTLE, Toy Shop:
Tel: 01833 637 396

BISHOP AUCKLAND, Windsock Modeks:
Tek: 01388 6049 76

CONSETT, Kwikpart:

Tel: 01207 51024

SEAHAM, Games of War:

Tel: 01915 017 110

STOCKTON ON TEES, Stockion Modeller:

Tel: 01642 616 GE0
CUMBRIA

CARLISLE:
Unit & Farls Lane. CAT 0¥
Tel: 0122 859 8216
BARROW-IN-FURNESS, Heaths:
Ted: 01229 620 435
BOWNESS-ON-WINDERMERE,
Ernest Atkinson & Sons:
Tel: (1539 443 147
COCKERMOUTH, The Toy Shop:
Tek: 011900 625855
KENDAL, Aireys of Kendal:
Tel: 01539 720 781
PENRITH, Harpers Cycles:
Tel: 01765 BA4 475
WIGTON, Jacksons Diecast Models:
Tel: 01657 34
WORKINGTON, ToyTown:
Tek: 01900 K73 321

DERBYSHIRE

GW DERBY:

42 Sadler Gale, DEY ANL

Tel: 0131 337 1657

ASHBOURNE, Lumbards Toys:

Tel: 01515 145115

BELPER, Children's Choice:

Tel: 01773 H25065

BUXTON, Knowles Toys and Models
Tel: 01298 24203

CHESTERFIELD, Chesterfield Department Store:
Ted: 11246 220 200 i e
GLOSSOP, Wain Services:

Tel: 1457 033 538

I!luulnn Co-op:

Tel: (11773 747840
IIE“IIH

GW EXETER:
:Ila Sirhwell Strevt, EX4 BNN
Tkt 0139 24% D305
GW PLYMOUTH:
4 Cimwall Street, PLT1LE
Tak: 0175 225 4121

ﬂARNS‘!.-\Fl.E. The Battlezone:

Tel: 01271 321 344

BIDEFORD, 'lln: Tarka Train Company:
Tel: 01237 424 807

BRIXHAM, Mamly Miniatures:

Tel: 01803 §02555

DAR‘I’MCIUTH WG Pillar & Co:

13
HONITON , Honiton Toy Shop:
Tel: D1404 43741

A%
Il. FR.\\COMHE Kl Hobbycrafts:

NGSHRIUGE The Trading Post:
Tels (H1548 052 923

ORE FINDER KEY

GAMES WORKSHOPF HOBBY CENTRE
(=] Indicates Gamimg Room facifities.

HOBBY STOCKIST
Offers & Stk

NE ELITE STORE
NE PARTNER STORE
Stocks most of e Games Workshop ranga.

INDEPENDENT STOCKIST
Oiflcial selbers of Games Warkshop products.®

NEW STORE OPENING
hdhnn-u'ﬁ-ﬂ

Stocks the complete Games Warkshop range and offers introductory gaming and painting besens.

* To be sure they have what you want in stock, we recommend calling the store find

NEWTON ABBOT, Austins:

Tel: 11026 333 444

NEWTON ABBOT, Games Oulposi:
Tel: 11626 I605%9

'IEIGNMDLITH Jackmans Toyhox:
Tel: 01626 778 260

TIVERTO
Tel: i
TORQUAY, Action Model Centre:
Tel: 01258 48099%

TORRINGTON, Toyzone:
Tel: 01805 624 790

DORSET

GW BOURNEMOUTH:

24 Pt OdTice Road, BH1 1BA

Tel: 0120 231 8393

= GW POOLE:

Uit 12 Townapate Centra, BHI5 1ER
Tel 0120 260 5634

BLANDFORD FORUM, Inspirations:
Tel: 011238 400999
BOLURNEMOUTH, Hobbycrait:
Tel: 01202 B2 444

BRIDPORT, Frosts Toymaster:
Tel: 011308 422 295

DORCHESTER, Dorchester Toys:
Tel: 01305 261 152

SHAFTESBURY, Hardings:

Tekt 01747 B58295

SHERBOURNE, The Corner House:
Tel: 01935 B135 615

SHERBOURNE, The Toy Barn:
Tel: 01935 (15 030

WEYMOUTH, Razzramataz:

Tel: 01305 760 &01

GW CHELMSFORD:
Unit 4C, The Muaddews Cenire, CM2 GF
Tel: 0124 549 48’

GW COLCHESTER:

2 Shorl Wyre Street, CO1 11N

Tel: 4120 476 7279

GW SOUTHEND:

12 Southeliirch Rbad, 551 INE

Tel: 0170 245 1251

GW THURROCK:

Unid 4138, Level 3,

Lakeside Shopping Centre, RM16 121
Tel: 0170 B8k 7131

SAFFRON WALDEN, Game
30 High Street, Tl 07794 306 070
BASILDON, HohbyCraft:
Tel: 01268 240 100
BRENTWOOD, B&M Cycles:

Tel: 01277 214 342

CLACTON ON SEA, Clacton Art & Craft Centre:
Tel: 01255 436 344

CLACTON ON SEA, This N That:

Tel: 01255 431 433

HARLOW, Marquce Model

Tel: 012749 423 134

“m?ww _ Tale Haven:

LEIGH-ON-SEA, Caliver Books:
Fel: 01702 473 S

MALDON, Colin Eliss Models:
Tel: 01621 031 327

RAYLEIGH, Toys N Tuck:

Fel: 01268 775 50

GLOUCESTERSHIRE

GW CHELTENHAM:

T Pittwille Streed, GL50 205

Telt 11124 222 paty

GW GLOUCESTER:

35 Clarence Sireet, GL1 1EA

Tel: 0145 250 5033

BOURTON ON THE WATER,
Bourton Model Railway:
Tel: 01451 B20 666
GLOUCESTER, HobbyCrait:
Tel: 01432 424 999

STROUD, Antics:

Tel: 01453 764 417

STROUD, Psisoit Games:
Tel: 0670 242 7424
TEWKESBURY, Toy Zone:

Tel: 01664 295 T7h

HAMPSHIRE

GW BASINGSTOKE:

7 Polters Walk. RG21 7GQ

Tul: 0125 (46 6050

GW PORTSMOUTH:

34 Anindel Slreel, FOT INL

Tel: (1239 287 6266

GW SOUTHAMPTON:

23 East Shreel, SO14 1HG

Tel: 0230 033 1962

GW WINCHESTER:

35 Jewry Streed, 5013 BRY

Tel: 0196 286 0199

ALDERSHOT, The Game Shop:
Tel: 01252 3171 443

ALTON, Alton Model Centre:
Ted: 01420 542 244

ANDOVER, Hoggosaurus Toymaster:
Telt 01264 152 263

BOTLEY, Just Add Imagination:
Ted: 01383 Til1 17
FARI\BOROUGH Dark Star:
Tel: 09252 543019

GOSPORT, |C Books:

Tek: 02192 540 931

HAVANT, HobhyCraft:

Tel: 0645 051 G354

MILFORD ON SEA, Milford Models and Hobbies:
Tek 01550 642 112

NEW MILTON, Toys of New Milton:
Tel: 01425 G617 605
PETERSFIELD, Fully Models:

Tel: 01730 267 932
PORTCHESTER, Wicor Models:

Tel: (1754 512 145
SOUTHAMPTON, Rock Bottom Toystore:
Tel: (2300 533 547

SOUTHSEA, Southsea Models:

Ted; 0123492 713 206

WATERLOOVILLE, Forever Toys Lid:
Tel: 02192 266 253

WATERLOOVILLE, Paul's Hobby Shop:

Ted: 01705 259 186
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“Otto Simon @I

Wondering where to find Warhammer? Seeking Space Marines? Lost and looking
for The Lord of the Rings? There are stores across The Netherlands belonging to the
Otto Simon Group that sell Games Workshop products. With so many outlets, you
can be sure that there is a local store near you. We've listed the members and their
locations below for you.

-

, 1 Edvande VyverBY, 9 Speldorado,
: Klokstraat 10, Sluis, 4524 EL Hippolytusbuurt 21-25, Delft, 2611 HM
2 Het Ganzebord, 10 Top 1 Toys Arie V/D Panne,
Parlevinker 59, Amstelveen, 1186 ZB Hooftstraat 66-68, Alphen A/D Rijn, 2406 GL
3 Jadin, 11 Top 1 Toys Kouwenhoven,
Markt 58, Roosendaal, 4701 PM Langstraat 79, Wassenaar, 2242 KK
4 Netten Modelbouw, 12 Top Toys Beilen,
Kwekelstraat 30, Gorinchem, 4201 JV Brinkstraat 17, Beilen, 9411 K]
5 Pijp Lines, 13 Wouters Technohobby,
Pijpenstraat, Enschede, 7511 GM Pankenstraat 31, Bergeyk, 5571 CP
6 Posttrein,
& Dorpsstr 123, Barendrecht, 2992 BD To find out more about Otto Simon,

7 Schellens Speelgoed BV, - Sgoe
Parkstraat 24, Nuenen, 5671 GG check out their website:

8 Somberg Modelbouw, WWW. OttOSimon .nl

GAMES WORHSHOP

INDEPENDENT STOCKISTS

The Most Convenient Place to Shop!

e In Your Local Area
e Most Popular Boxes and Hobby Supplies
e Official Sellers

With over 1,000 locations across the UK, Scandinavia
and Benelux, there’s always a local stockist near you,
perfect for that quick resupply or hobby need.

They concentrate on stocking our most popular
products, meaning you're more likely to find exactly
what you're looking for!

All our stockists are official sellers of Games
Workshop games and hobby products.




ﬁv-m H4 Ml
Tek: 01432 355 D40
HEREFORD, Hereford Model Shop:
Tl: 01432 352 809
LEOMINSTER, Martin's Models & Crafts:
Tol: D560 @13 T2
ROSS ON WYE, Revolutions:
Tel: 01989 562 619

HERTFORDSHIRE

GW HEMEL HEMPSTEAD:

1 Aridge Sireel, H' 1 EF

Tek: 0144 2349752

GW ST ALBANS:

10 Heritage Clnae, ALY 453

Teh 0172780 1193

BARNET, Toys Toys Toys:

Tek: 0708 449 0964

BISHOP'S STORTFORD, Boardmans:
Tel 01279 654 013

COCKFOSTERS, Murray & Brand:
Tel: 02084 490 827

NIDEN, Felicitations:

1767 811

HERTFORD, Marquee Models:
Tel; 011192 304718

HITCHIN, Mainly Models:

Tel: 01462 422 204

LETCHWORTH, Model Images:
Tel: 01462 634 054

STEVENAGE, HobbyCrait:

Tel: 1843 031 1353

STEVENAGE, KS Models:

Tel: 01438 746 616

WELWYN GARDEN CITY, Toys Toys Toys:
Tel: 01707 391 319

WATFORD, HobbyCraft:

Tel: 4845 051 6538

DOUGLAS, Toymaster:
Tel: 01624 622 154

ISLE OF WIGHT

COWES, Chivertons Newsagents:
Tel: D1983 292 013

NEWPORT, Cheap Thrills:

Tel; 0603 530 570

NEWFPORT, Toy & Models:

Tel: 01963 528 258

RYDE, The Sports & Maodel Shop:
Tel: D19R3 62 454

GW BLUEWATER:

Wil D570, Upper Thames Walk, Bliewales, DAS 450,
Tel: 0132 282 700

GW CANTERBURY:

Unél 5, Iran Bar Lane, CT1 2HN

Teli 0122 745 2600

GW MAIDSTONE:

7a Putbding Lane, MET4 1PA

Tel: M16T 267 7435

i Gvsvenor Road, TR 241

Tek s 28

Tel 012146
BEXLEY HEATH, Kit Krazy:
Tek D08 290 T
BROADSTAIRS, Time & Space:

Tel: 01843 Bbb D06

CHATHAM, Maynes:

Tel: 01634 400 031

CRAYFORD, HobbyCraft:

Tel: 01580 713298

DOVER, Turners Models:

Tel: 01304 203 711

FAVERSHAM, Abacus Toys:

Tel: 01795 597 200

GRAVESEND, Steve'’s Collectables and Modebs:
Tel 01474 564 465

GRAVESEND, The Stamp Centre:

Tel: 01474 534 166

AY, Spearings:
Er

Tel: 0168% 823193

SEVENOAKS, |H Lorimer:

Tel: 017352 452 840

SEVENOAKS, Manklows;

el 01732 454 952

INGEOURNE, A] Blundell & Son:
Tel: 11795 424 371

BLACKPOOL:
1t Birfey Street] FYT 100
Tel 125 175 2056
GW BOLTON:
Lirit 14 (15t foarl, Cromgton Placr, BL1 1EA
Telom20 476 1131
GW FRESTON:
15 Miller Arcade, THT 2QA
Telo 0177 282 1055
ASHTON UNDER LYNE, Roundabout Toys:
Tel: 01613 432 344
BURN, Batcave:
67 48D
BI.ACI( BURN, Mercer & Sons:
Tel: 01125 458 700
RI..‘\CICPODL Who

HobbyCrait:
Tel: (11204 374 300
BURNLEY, Compendium
Tel: (11202 457 1D

BURY, Conways Toymaster:

Tel: 01617 616 209

CLITHEROE, Cowgills of Clitheroe Ltd:
Tel: 01200 423 587

KIRKHAM, RK Boyes:

Tel: 01772 671 900

LANCASTER, Micro Markets:

Telr 01524 840 486

LEIGH, Toymaster:

Tel: 01942 671 116

MORECAMBE, Micro Markets:

Tel: 01524 416 306

ORMSKIRK, Taylors:

Tel: 11695 573516

ROSSENDALE, Rossendale Models:
Tek: 1706 250 007

PRESTON, HnbhyCr.lFI

Tel: 01
STALYB| DGE Hardmtizs
Tel: 0161 3387451

THORNTON-CLEVELYS, Toy2aave Collectables:
Tel: (11253 #55 505

WIGAN, Wigan Model Centre:

Tel: 01942 245 643

GW LEICESTER:

Unit 2,16/20 Sitvor Street, LEY SET

Tel: 0176 253 0510

GW LOUGHBOROUGH:

22 Wiggin Street, LETT 1VA

Tels 0150923 107
ASHBY-DE-LA-ZOUCH, Steve's Modeds:
Tel: 01530 415 B27

COALVILLE, Geoffs Toymaster:

Tel: 015340 532 795

LINCOLNSHIRE ARER

GW GRIMSBY:

3 West 51 Man's Gate, DNI1 1LB

Tel: 0147 234 7757

GW LINCOLN:

Linkt Sua, Saltrrgaie, (oulside of Walenlde
Centre), LN2 1AP

Tel: 0152 254 1027

BOSTON, Models and Computers:
Tel: 01205 365 102

GRANTHAM, Portprince Models and
Haobbies Lid:

Tel: 01476 592 001

LOUTH, Castaline:

Tel: 01507 602 144

MABLETHORPE, Belas Toymaster:

Tek: 01507 473 341

THORPE, Shermans Model Shop:
Tebt 01724 542 439

SKEGNESS, The Model Shop:

Tel: 01754 703 420

SPALDING, an s Models:

Tek: 0177

LONDON

GW BRENT CROSS:

Uil 78, Lorweer Ml Breal Cress Shopping Centre, NWA TTL
Tl 00 202 497%

* GW BROMLEY:

Unit 24, The Mall, lmmky LR

Telt DM 456 DHTE

GW COVENT GARDEN:

Unit 33, Tho Market, WC2E BRF

Ted: 0207 240 5106

GW CROYDON:

AUsif 45, Drumamant Centre, kieley Road, CRO1TE
Tel 0268 680 000

Gw =
it High Street, K119 4AD
Tele: 01372 751881

ieghon Church

Tel: 207 437 T

GW KINGSTON ON THAMES :

33 Fife Hoad, KT1 15F

Tel: 0200 545 5224

GW LONDON (Oxford | 502

Unit F10, The Plaza Shappng Cenire, it
Flaos 116128 Oufurd Street, WIN S0P
Tel: 01207 436 0835

GW

ROMFORD: ;
12 Quadrant Arcade, RM1 TED
Tel: (1709 742 146
GW STAINES:
B Clarence Street
Tel: 0170 446 DRFS
GW SUTTON:
Lt 26, Times. Seuare Shopping Centre, SM1 1LF
Tel: 0200 770 9454

U.nlncb!qmmﬂ,"'l Pavilions
Shopping Centre, UBE 1EH

Tel: 11183 525 2800

GW WATFORD:

182 Qucers Road, Harkeqain Centre, WD 270
Tel: (11923 245380

GW WOOD GREEN:

Ui 33, Thoe Mall Woin Green, High Hol, NEZ RA
Tel: 01923 245380

BARNET, Clever Toys:

Tel: 0208 275 A683
BLACKHEATH, 2nd Impressions:
Tel: 0208 B52 6192
BLOOMSBUR\‘ Just Games:
Tel: G207 323 3000

CLAPHAM, Russ:

Tel: 0207 228 6319

DULWICH, The Art Stationers:
Tel: D200 643 3936

FINCHLEY, Leisure Games:

Tel: 0208 346 2327

GREENFORD, HobbyCrait:

Tel: 0208 747 7500

HAMPSTEAD, Happy Retumns:
Tel: 0207 435 2431

HERNE HILL, Just Williams:

Tel: 0207 733 9955

LEYTON, Ditchfields

Tel: U208 5392021

PUTNEY, Toystop:

Tel: 0208 703 9555

RUISLIP, John Sanders:

Tel: 01845 634 844
WIMBLEDON, Elys:

Tel: D208 346 1191

MANCHESTER AREA

GW ALTRINCHAM:

Unif 1, 1% Grafion Street, WAT4 1DU

Tek: 0161 929 9696

GW MANCHESTER (Central):

Linit WS, Marsches Way Simith, Arndale Cendre, M4 347
Tel: D161 B34 6071 :

GW TRAFFORD CENTRE:

Unit Latle Trallord Centre, MI7 BEN

Tel: (&1 755 0065

ALTRINCHAM, The Gaming Crypt:
Fel: 0161 929 9919

ECCLES, Amaron Miniatures:

Fel: 0161 788 7650

\IOIITHENDEI\ Stelorac:

Fel: 0161 944 17

TYLDESLEY, |?L Models

Tel: 01942 H96116

= GW LIVERPOOL:
13b Ceniral Centre, Raneheigh, L1 1037
Teli 0151 703 mu

GW SOUTHPO
Linil 2 The Eilge, 7 wmsxmm
Tel: 0170 450 1255
ST HELENS, ID Gnming
Tel: 01744 755 705
WALLASEY, Wirral Model Shop
Teli 0151 200 0355
WIRRAL, Thingwall Garden Centre
Tel: 0151 £4BO2HT

EAST SHEEN, P]ny Inside Out:
Tek: 02008 765 22%

EAST SHEEN, Pandemonium:
Tel: 02008 T8O Nﬁl»

ENFIELD, Jennings Stores:
Tel: 0208 504 1004

EMFIELD, Prarsons:

Tel: 0200 373 4200

HARROW, Toy and Nursery
Tel: 1200 4222610

IiIIIIFlII.I

GW NORWICH:

1214 &w Sireet, NRT TAL

Tel; 01641376 TR

CROMER, Cromer Furniture:

Ted: 01263 51515

EAST DEREHAM, Starlings Toymaster:
Tel: 11362 697 769

EAST DEREHJ\M Youngsters World:
Ted: 01362 450 350

FAKENHAM, I.uu Lous Toys and Gifts:
Tel: 11320 9153 118

GREAT YARMOUTH, Kerrisons:

Tel: 11543 H53691/01493 B50039

HOLT, Starlings Toymaster:

Tel: 01263 713 101

TON, Hunstanton Models:
Tel: 01485 533324

HUNSTANTON, Pavilion Toymaster:
Tel: (1415 533 108

NORWICH, Battlenet:

Tel: 01603 765 595

NORWICH, L.l.ngleys

Tiel: 01603 62195%

NORWICH, § P Models:

Tel: 01853 WA707H

SHERINGHAM, Starlings Toymaster:
Tel: 01263 122 364

TAVERHAM, Narvic Models Lid:

Tel: 01603 665213

WROXHAM, Point House Toyshop:
Tel: DI&0E 706 B4

NORTHAMPTONSHIRE

* GW NORTHAMPTON:
24-26 Aliinglon Sguare, NN 4AA
Tel: 0104 36 GAT

DAVENTRY, The Games Vauli:

Tel: 01327 10541

KETTERING, Green Angel Cards & Games:
Tel: 01536 159 240

NORTHAMPTON, HobbyCraft:

Tel: 01604 591 B0

NORTHAMPTON, Project Hydra:
Tel; 01604 639966

RUSHDEN, Osborne Sports & Toys:
Tel: 014933 312 415
WELLINGBOROUGH, Software Seller:
Tel: 1911 440 B61

ASHINGTON, Blue Box Models:
Tel: 01670 521279

CORBRIDGE, The Village Square:
Tel: 01434 34 056

HEXHAM, Robhs:

Tek: 01434 602 151

MORPETH, TG Allan:

Teli 01670 515 136

GW NOTTINGHAM (Central):

i Friar Lane, NG BDG

Teli 0115 940 BH51

GW WARHAMMER

Willaw Road, Lenfon, NGT 2WS

Tell 01154970 B410

MANSFIELD, The Games Emporium:
Tek: 01623 640 0122

NEWARK, Access Models:

Teli 01636 673 116

NOTTINGHAM, HobbyCraft:

Tel: OB45 151 G247
SUTTON-IN-ASHFIELD, Bastion Gaming:
Tel: 07014 157168
SUTTON-IN-ASHFIELD, Big Boys Toys:
Tel: 01621 557 12

WEST BRIDGFORD, Inspirations
Tel: 0115 482 1200

WORKSOF, Model Base:

Teli 019079 301 752

GW OXFORD:
T Rush House, New lon, Hall Strest, 0X1 204
Tell 01065 242 10
ABINGDON, Just Toys:
Tel: 01235 524 333

STORE FINDER KEY

GAMES WORKSHOP HOBBY CENTRE

(#] Indicates Gaming Room facifities.

HOBBY STOCKIST
s  Habhy o ane painding service.

NE ELITE STORE

NE PARTNER STORE
Stacks mast of the Games Workihop range.

INDEPENDENT STOCKIST
Official sellers of Games Warkshop products.*

NEW STORE OPENING

Stocks the complete Games Workshop range and offers introductory gaming and painting bessons.

BANBURY, Trinder Bros:

Tek: 01295 262 5

CARTERTON, Giles Sports:

Tedt 01993 842 395

OXFORD, Boswells Toymaster:

Tel: 11843 241 244

THAME, Pied Pedaller:

Tel: 01544 260 022

WALLINGFORD, Pettits of Wallingford:

Tel: 071447 035253

WITNEY, Romkrish:
Fel: 011593 704 970

PEMBROKESHIRE
HAVERFORDWEST, Emry's:
Tel: 51497 779 Gdis
RUTLAND

OAKHAM Jal:l: in the Box Toys:

Tel: 015

SHIIIPSIIIBE

* GW SHREWSBLIRY:
s Market Sireet, SYT 1LE
el 0174 436 2007

TELFORD,

Tel: 01952 (76 722

BRIDGENORTH, Hth'p Horse:

Tol: 0174 b 766 659

OSWESTRY, Funfayre:

Tel: MI&T1 6T 646

TELFORD, Questing Knight Games:
Tel: 01932 417 747

= GW BATH:

511 Westgate [idings, Avim Street, BAT 1UN
Tel: 0122 333 4044

BRIDGWATER, Dragon Slayers Hobly Centre:
Tel: 01270 427722

BURMNHAM ON SEA, GW Hurley:

Tel: 01271 789 281

CLEVEDON, just For Fun:

Tek: 01275 341 019

FROME, The Ellenbray Press:

Tek: 01373 462 134

FROME, Frome Model Centre:

Tel: 01373 443295

GLASTONBURY, Pedalers Toymaster:
Tek: 01438 B34 552

GLASTONBLURY, PC's PC's:

Tel: 01458 BITHI0

MINEHEAD, Minehead Toys & Models:
Tek: 01643 705 550

TAUNTON, Krackers:

Tel: 01823 335 057

TAUNTON, Hatcher & Sons:

Tebi 01823 272 277

WELLS, Wells Models:

Tel: 01741 673 262

WESTON SUPER-MARE, 1] Toys:

Tek: 01934 410 151

YEOVIL, Ye:
Tek 01435 413 734

L, Witch Engine:

Ted: 01933 427077

STAFFORDSHIRE

* GW BURTON ON TRENT:

Uit #, Union Court, Union Streed, DETE 1AL
Tel: (1120 353 SHe5

Collectors Centre:

GW STOKE:

27 Staffonl 5t 5T1 U

Tele 0170 220 5267

Alsager, Msa,gel Toys and Models:
Tel: 01270 882 71

LEEK, Chapter 1:

Tel: (11538 359 1

NE“ CASTI[ LINIJIR LYME, Sundawner Models:
Tel: V17012 K10 606

!qTAFFCIRD, SI.D Models:
54 T

STAFFORD,
Tel: 117015 25
STAFFORD, Tuu Fat Gohlinz:
Tel: 01785 244 4

STOKE-ON. TRENT, Battlezone
Games & Collectables:

Tel: 017112 833 633
TAMWORTH, C-eoﬁ's Toys:
Tel: 01530 832 74

TAMWORTH, Ho-bbycrail:

Tel: (HB27 300 800

. IPSWICH:

1 Westgate Street, IP1 3DZ

Tel: 01473 210031

BECCLES, Toy Box:

Tel: 01502 712 705

BURY 5T. EDMUNDS, Model Junction:
Tel: 11204 753 456

BURY ST. EDMUNDS, Starlings Toymaster:
Tel: 11264 761 46

FEI.IXSI’OWE w-rards Waorkshop:

Tel: 01394 277

HAI.E'FWORTH Halesworth Toy Shop:
Tel: D1986 674 270

IPSWICH, Galaxy Models & Hobbies Lid:
Tel: 01473 729 279

IPSWICH, Toyworld Ipswich:

Tel: 01473 728 535

NEWMARKET, Moons Toyland:
Tel: 01634 663 147

STOWMARKET, D | Collectables:
Tel: 01449 771 015

STOWMARKET, Simpson & Sons:
Tel: 01449 612 914

SUDBURY, FT Games:

Tol: BI78T 366 061

SUDBURY, Tinetty's Toys:

Tek 01787 372238

WOODEBRIDGE, Toytown:

Tel: 01394 343 170

SURREY

GW EPSOM

8 High Streat, KT1% BAD

Teli 01372 751611

GW GUILDFORD:

Unit 1, 412 Tinsgate, GLT 30T
TelrD148 345 1793 .

GW WORKING:

Linlt 3 Cleary Court, GUZY )
Telt 0148 377 1675

CAMBERLEY,
Tali 01276 685160,
CATERHAM, Modeller’s Loft:

Tel: D1BH3 341 B18

COULSDEN, Taylors Toys and Sports:
Ted: U200 466 DOTTD

CRANLEIGH, David Mann:

Telc 01403 273 7 "‘

DORKING, Dorking Models:

Ted: 01306 881 747

FARNHAM, Darkstar:

WTel; 01252 620 324

PURLEY, JH Lorimer Ltd:

Tel: 1181 660 9716

REDHILL, Gamers Guild:

Tel: 01737 784 123

REIGATE, The Toy Shop:

Tel: D1737 245 300

RICHMOND, Toy Station:

Tel: D208 140 4696

GW BRIGHTON:

Ltk 7, Nile Pavilines, BN 1HW
Tel- 0127 120 3333

GW CRAWLEY:

11 Broadway, RH10 10X

Tel: 0124 355 2072

GW EASTEOURNE:

13 Comilald Ruad, BNT1 400
Tk 0192 104 1423

BOGMNOR REGIS,

Trains Models and Hobbies:
Tel: 01243 064 727

BURGESS HILL, Kid's Stuff:
6Tel: (11444 257 724
CHICHESTER, Chichester Toys:
Tek: 01243 788 055

CRAWLEY, HobbyCrait:

Tel: DI43 051 6552

EASTBOU NE Phantasia:

Tek: D132 3 3

EAST GRINSIEAD. Martells of Sutton
Tel: G1342 321303

EAST GRINSTEAD, Ready To Run Models
Tel: 01342 300 917

HAYWARD'S HEATH, Clarkes:

Tel: 01444 457531

HORSHAM, Walerstones:

Tek: 01403 268 04

HOVE, Kids Dreams:

Tek: 01273 420 666

5T LEONARDS ON SEA, Silverhill
Maodels and Toys

Tek: 01424 431 133

UCKFIELD, Kid'’s Stuif:

Tel: 01825 768 390

= GW NEWCASTLE (Central):

Unit b, Newgate Shapping Centre, NE| 5RE
Tele 0141 232 2410

GW METRO (Metro Centre):

Unit 2, First Fioor, The Arcade (near the
Mediterranean Villgel, NET1 91

Telt G197 461 1450

CATESHEAD: HobbyCraft

Tel: 01491 482 7410

NORTH SHIELDS, SR Gladston & Son:
Tel: 01912 570 335

SUNDERLAND, Joplins:

Tel: 0111 510 2105

SUNDERLAND, Toy and Computer Store;
Tek: 0197 565 519

WHITLEY BAY, Alan's Model Shop:
Tel: 191 253 1682

www.games-workshop.com
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STORE FINDER KEY

GAMES WORKSHOP HOBBY CENTRE
(s l-tlallncamlng Roam facilities.

HOBBY STOCKI
m.mmnmm

NE ELITE STORE

NE PARTNER STORE
Stocks most of the Games Workshop range,

INDEPENDENT STOCKIST
Oficial sellers af Games Workshop raducs.”

Stocks the complete Games Workshop range and offers intradictory gaming and painting lessons.

the st first,

WARWICKSHIRE

GW COVENTRY:

Unit 3%, Upper Level, Cathedeal Lanes
Shapping Centre, CV1 1LL

Tel: 0247 6227311

GW LEAMINGTON SPA:

32 Regent Streel, CVIT SEG

Tel: 01926 435771

BEDWORTH, Railway & Modellers Junction:
Teb: 02475 316 285

COVENTRY, Hobbycraft:

Tel; 02476 234 520

KENILWORTH, Abacraft Arts & Pictures:
Tel; U1926 511 794

NU'\IEA'IDI\ Hcart of England Co-op:

WILTSHIRE

GW SALISBURY:
18 Wiachester Steeel, SPT THE
Tel: 0172 233 0955
CW SWINDON:
& Brunel Plara, SN ILF
Trl U179 343 blde
DEVIZES, Hoggosaurus Toymaster:
Tel; 01380 723 151
MALMESBURY, $PS Malmeshury:
Ted: iz 24440

MAI!I.GORC UGH, H Duck:
512170

Tel: 01722 13
SHAFTESBURY, Harding's:

Tel: M747 58295

SWINDON, HobbyCrait:

Tel: 1845 051 551

SWINDON, SP5 Swindon:

Tel: 111793 870 170
TRDWIH!IDGE The Toy Shop:
Tel: 01225 76

WESTEURY, The Gas Cupboard:
Tel: 01373 825 425

WORCESTERSHIRE

= GW WORCESTER:

13 Lychgate Mall, Cathedral Plara, WR1 205

Ted: 1140 361 6707

DROITWICH, HobbyCrait:

Teld: 0845 051 548

DROITWICH, lmk-rill’ Ltd T/A Toyworld:
Tel: 0179405 772 4

REDDITCH, Hobl:y Hut:

Tel: 01527 340 B40

REDDITCH, Hoggosaurus Toymaster:
Tel: D152 766 092

STOURPORT ON SEVERN, TP Activity Toys:
Tel: 11299 872 AO0

YORKSHIRE

GW BRADFORD:

4 Plccadilly, Bradiord, BN 0w

Tel: 1127 471 9430

GW DONCASTER:

6 High Street, Dancaster, DN1 316G

Teli 0N 30:232 0535

GW HARROGATE:

53 Station Parade, HOG1 17T

Tel: 0142 156 4310

GW HULL:

30 Paragon Street, HUT IND

Tol: 0141 358 9576

GW LEEDS;

364 Latidds Lane, 151 GLE

Tel: 0113 242 a4

GW SHEFFIELD (Central):

Vi Fitrwillam Cate, 51 41H

Tel: 0114 375 0114

GW SHEFFIELD (Meadowhall Centre):
Unil 918, High Street, Upper Mall inext to
entrance noar Booty), 59 1EN

Tel: 0114 356 9036

* GW WAKEFIELD:

96 Kirkgate, the Ridings Centre, WI1 1TE

Tel: 0192 436 9431

GW YORK:

13A Lendal, YOT RAGH

Tel: 0190 402 #0148

BARNSLEY, Iam.-u Toys:

Tel: 01226 2

BRIDLING
Tel: 01262 67
BRIDLINGTON, lcy Tea Ltd:
Tel: 01626 40

Telior: ==

HALIFAX, Conways Toymaster:

Tel: 07422 153 986

HALIFAX, Halifax Modellers World:
Tel: 01422 349 157

HUDDERSFIELD, Something Wicked:
Tl 01454 559 226

HULL, Archeron Games Workshop:
Tel: 01482 221011

KEIGHLEY, Conways Toymaster

Tel: 01335 604045

LEEDS, Hobbycrait:

Tel: 113 389 J020

NORTHALLERTON, T & FM Grover Lid:

Tel: 01604 773 134

OTLEY, Conways Toymaster:

Tel: 01343 452 65

PICKERING Pniﬁ.-rs of Pickering:
Tel: 01
FDC)(I.IN('ION Chylds Play:

Tel: 01759 304 041

SCARBOROUGH, Games Centre 2:
Tel: 11721 Thod44

SCARBOROUGH, Space, Myth and Magic:

Tel: 00456 441 113

SELBY, A1 Sports and Toys:

Tel: 11757 705 115

SHEFFIELD, JL Software:

Tel: 01142 510664

SHEFFIELD, Imp Minialures:

Tel: B7778 (129368

SHEFFIELD, Wargames Emporium:
Tel: 11142 754 §26

SHEFFIELD, Wargames Emporium
Gaming Centre:

Tel: 01142 560467

SKIPTON, Cuven Maodel Centre:

45
WJ\KEFIEI.D Model and Crait Centre:

Tel: 01924 374 097

WHITBY, John Anderson - Toymaster:

Tel: 01947 502 213

YORK, Fenwicks:
Tul: 01904 547

GW CARDIFF:

A1 High Stresl, CF10 1P
Tel: 02U 064 4917

* GW NEWPORT:

15 Shinper Streel, NP0 1HlL
Tul: 0163 335 6245

GW SWANSEA:

53 Kingsway, 541 SHO}

Tel: 0179 244 1969

Hi
pUURHES TR T

ABERGAVENNY, Richards of Abergavenny:

Teli 01073 B52 466
ABERYSTWYTH, Albatross:
Tek: 01970 617 836

BANGOR, Acme Games:
Tekh 01248 1
BRECON, | Ciark Toys & Gifts:
Tel: 01174 (22 865

BRIDGEND, Joust for Fun:
Tel: 01656 767 Gl
CARMARTHEN, Good News:
Tel 01267 237 789
CARMARTHEN, Hardings:
Tel: 01267 2
CEREDIGION, Yokemon Battles:

Tel; 01235 615346

CHEPSTOW, Artists Corner:

Tel: 01291 627 393

COLWYN BAY, Hippo Toys:

Teki 01492 534 164

CONWAY, Hippo Toys:

Tel: 011492 534 169

DOLGELLAU, Mars Vs Venus:

Tek: 01347 423 407

LLANDRINDOD WELLS, The Manar:
Tel: 1597 @29111

LLANDUDNO, Treasure Trove:

Tel: U747 577 962

LLANTWIT MAJOR, Rainbow Plaza:
Tel: 01446 7594 116

MACHYNLLETH, The Toy Box:

Tel: 01654 703 9iry

NEWPORT, HobbyCrait:

Ted: 0845 051 6540

PEMBROKE, Dragon Alley:

Teld: 01046 621 456

PONTYPRIDD, Sugar and Spice:

Tel: 47879 221 379

PORTHCAWL, Game Itd:
Tel: 1656 784 428
PORTHMADOG, Alma Figures:

Tel: 01 766 070269

SWANSEA, Comix Shoppe:

Tel: 792 #42 057

WREXHAM, Brite Ideas Toymaster:
Tel: 01978 261 244

FRONTLINE

= GW ABERDEEN:
Uit 1, 1274 Ugijowr Kirkgate, ARTD 1A
Tel: 0122 4564 9779

GW BRAEHEAD:

113 Brachead Shopping Centre. Kings Inch
Buad, G351 46N

Tel: 0147 KRS 9440

GW DUNDEE:

110 Conmercial Streel, DO 24}

Teli 0138 220 2082

GW EDINBURGH:

136 High Street, EHI 105

Tel: 0131 220 6540

GW FALKIRK:

12 Caw Wynid, FR1 10L

Tel: 02 ik 4553

= GW

1 Uinlai Street, GT .u}s

Tel: 0141 221 173

GW LIVINGSTON:
3 Almumdvale Centre,

: EH54 BN
Tel: 01506 443256

Tel: 01620 825 931
ARBROATH, Hags:
Tel: 01241 {72195
ARGYLL, Alb,
Tel: 01631 563645

AYR, Toy Town:

Tel: 01252 20945

BANCHORY, Toy and Giit Shop:

Tul: 01330 525 506

BRECHIN, Gardiners:

Tel: 01356 H22 265

CRIEFF, Happy Craft Company:

Tel: 01764 653706

DINGWALL, Sports and Model Shop:
Tol: 01349 362 346

DUNFERMLINE, Abbey Models:

Tul: 01383 731 110

DUNFERMLINE, Fife Council Libraries:
Tel: 01363 a2 200

DUMFRIES, Toytown:

Tel: 01367 2641

EDINI!LIIIGH Marionville Models:
Tel: 1113177 010

ELGIN, Junner's Toymaster:

Tek: 01343 542 472

FORFAR, Hags:

Tel: 01307 463263

FORT WILLIAM, The Granite House:
Tek: Q1397 703 651

GLASGOW, Abacus:

Tek: 0141 3432 4300

GLASGOW, Static Games:

Tel: 0141 552 97RE

INVERCLYDE, Arts Crafts & Hobbies:
Tel: 01475 7H5 204

INVERNESS, Junners Toymaster:

Teli 01463 133 234

ISLE OF LEWIS, A D MacDonald and Son:
Telt DASY 705 G50

KILMARNOCK, Scotch Comer:

Tek 01563 520 262

KINROSS, The Hape Chest:

Telt 01577 B62 5316

KIRKCALDY, The Hope Chest:

Tel: (11592 260 116

NORTH AYRSHIRE, Bus Stop Toy Shop Lid:
Tel: 01475 6humo2

NORTH BERWICK, Laws Cycles:

Tel 1621 BY0 643

ORKNEY, C):In Orkney:

Tel: 01155 B
ORKNEY, Mclenmn-?uymasler
Tel: (056 877 780

PERTH, Freaders Books:

Tel: 0187 829 519

PERTH, Millars Models:

Tel: 1173 856 1435

PETERHEAD, George Donald Ltd:
Tel: 01774 474 737

PETERHEAD, Unigue:

Tel: 01779 472 703

SHETLAND, Harrys Dept Store:
Tel: 111595 693 04

STIRLING, Ahauls‘.

Tel: 01786 471 704

THURSO, Durrans:

Tel: 01847 493 169

TURRIFF, E Rae and Son:

Tel: (108 562 610

NORTHERN IRELAND

GW BELFAST:

A Casle Caurt, §T1 1000 lhimlhhhd
o the cenfrejTel: 1269 02336548

ARMAGH, Kldzum: Toymaster:

Tel: 028 375
BALLYMENA, Camernns,

Tel: 126-2364002 1

BANBRDGE, Toymaster Banbridge:
Tel: 02640022225

BANGOR, Replay Games:

Tel: 028:91452210

ENNISKILLEN, Hannas Toyworld Toymaster:
Tel: (2B-66121167

ENNISKILLEN, Modellers Corner:

Tel: 02846322767

NEWRY, Murphy's World of Wonder:
Tel: 02B-30264970

PORTADOWN, Toymaster Portadown:
Tel: 028-1335084%

INTERNATIONAL
ACCOUNTS

LISTED ALPHABETICALLY
BELGIUM

GW ANTWERP:
Vleminchstraat 10, Antwerp
Teli 0032 3485 0627
BRUGGE, Fair Play:
Teli 050 38 51 83
AARSCHOT, Conect'r:
Tel: 016 56 88 30

a\NTWEIIFEN. Celtic Cross:

Teki 07 268 i

MNDERMOND Top Moens:
Tel 052 21 17 98 S
DEURNE, The Gamestore:

Tl 033 35 55 35

HASSELT, Oberonn:

Tehim1 361 58

LEOPOLDSBURG, NV Moestermans:
Tel: 011 19 38 46

MECHELEN, De Spelfanaat:

Tel: 015 34 59 07 Spel

OOSTENDE, King Arthur:

Tel: 549 51 57 56
ROESELARE, Black Border:
Tel: 051 20 02 50

AALST, Hermelijn:

Tel: 033 41 40 i
AALST, Plays2Be:
Tel: +32 (57) 41 93 85

ASTENE, Miniatuurauto’s Eeckhoul:
Tel: 092 24 17 96

BLANKENBERGE, De Specihoek:
Tek: 50 41 49 21

BRUGGE, Modelbouwcenter
West-Viaanderen:

Tel: 050 34 20 71

BRUSSEL, Intertoys Anderlecht:

Tel: 025 23 44 7

BRUSSEL, inl!rlnqs Laken:

Tel: 022 68 71 41

GENT, Bety Boop:

Tel: +32 (W) 222 05 76

GENT, Intertoys Genl:

Tel: 092 24 42 b6

HALLE, Mlshm s Playground:

Tel: 023 61 58 5.

HALLE, Top 1 Tn'rs

Ted: 023 '|l| 03

IXELLES, Intertoys Ixelles:

Tel: 025 14 17 03

KORTRIJK, De Concorde:

Tel: 056 37 15 65

KORTRIJK, Alhion:

Tel: 056 32 43 07

LEUVEN, The Dicepool:

Tel: 015 20 49 94

MNEERPELT, ‘I Spellenhms

Tel: 011 74 49

OOSTENIJE, Timrns

Tel: 059 BO 49 63

OVERIJSE, Intertoys Overijse:

Teli 026 67 42 53

TOURNAL Interioys Tournai:

Tel: 069:21 4222

SOFIA, Magic Worlds:
Tel: 359 2 96h 6a50
SOFIA, Black Citadel:
Tel: +350 BRS5I9T71
SOFIA, Moria:

Tel: 360 2 96 60150

SHANGHAI, Zark:

Tel: B6 (21) 57611665
SHANGHAI, Zhanchui Store:
Tel: 6 21 52360900

OSIJEK, Land uf Magic:
Tel: 35 31 275 79

OSIJEK, Land ufMich
Tel: 385 31 108 412

RIJEKA, Game Master:
Tel: 385 51 371 300

SPLIT, Land of Magic:
Tel: 185 21482248
VARAZDIN, Land of Magic:
Tel: 385 42200161

ZAGREB, Land of Magic:
Tel: 385 14870077
ZAGREB, Land of Magic:
Tel: 3514523917

NICOSIA, ANT Comics:
Tel: 00 357 22 66314
NICOSIA, Ml.‘galand'
Tel: 0i) 15 7224 56622

KATO PAPHOS, Cyprus Crusade:
Tel: 4357 976 49072

CIECH-REPUBLIC

BRNO, Cerny Rytir:

Tel: 442054121 38600

CESKE BUDEJOVICE, Chaotit:
Tel: 4420602489158

HARADEC KRALOVE, Knihkupectvi Valhalla:
Tel: 4420495522009

KOPRIVNICE, Magic:

Tel: +420495522009

LIBEREC, Battle Games-Obchadni Pavilion:
Tel: +420777526154

OSTRAVA, Matrix (knihkupectvi):
Tel: +420774 404 024

PRAHA, O

Tk 4400224934811

PRAHA, Cerny Rytir:

Tel: +42022231 2461

PRAHA, Cerny Rytir:

Tel: +4 2022231 2461

VSETIN, Atlantis:

Tel: +420571411647

DENMARK
GW KOBENHAVN:
[Frodetikshargzade SKL, 1350,

Tel:a3q2 2247

AALBORG, Dragans Lair:

Teli 98 12 1o 11}

AARHUS C, Dragons Lair:

Tel: 06 19 0 63

HILLER@D), Hol & Fritid:

Tel: 48,25 % 16 oy,
K@BENHAVN K, Faraos Cigarer;
Teh 33322211

KOBENHAVN NV, Arena Kabenhavn:
Tel: 38 33 57 00

NAESTVED, Arena Nastved:

Tel: 55 54 67 01

ODENSE C, Dragons Lair:

Tel: 6591 97 01

RADOVRE, MR Games:

Trl: 36 72 02 55

ROSKILDE, Fanatic Roskilde:
Tel: 46 36 35 41

LYNGBY, Faros Cigarer:

Tel: 32 10 23 23

HELSINGER, Hobl Fritid:
HEINCOR Habby v
HERNING, Faerges Kalder:

Tel: 35 10 1857

VORDINGBORG, Legekaeden Vordingha
Tel: 53 34 04 11 12
AABENRA, Legekaden Aabenra:
Tel: 74 62 24 05

AALBORG, Aalborg Hobby Service:
Tel: 98 121315

AALBORG, Bog & idé Aalborg:

Tel: 411 66 11

AALBORG 5\" B.O. Boger Aalborg:
Tel: 4 79 15

AARHUS C Gnhlm Gate:

Tel: B6 19 43 11

AARS, Ting op sager:

Tel: 98 62 45 52

ASNAS, Bog & Ide Asnas:

Tel: 59 65 00 14

ESBJERG, Bunketeﬂ

Tel: 75 181

ESBJERG, Ad\'!nlnre Carner;

Tel: 35 11 11 36

ESBJERG, B
Tel: 751211
ESPERGAERDE, B.O. Boger Espergarde:
Tel: 49 13 19 46

FREDERICIA, Bog & Ide Fredericia:
Tel: 76 24 59 69

FKILDERIKSHFRG, Legekaeden Frederiksberg:
Tel: 30 19 70 15

FREDERIKSSUND, Legekarden Frederikssund:
Tel: 47 348 39 59

GILLELEJE, Lillys Legetaj:

Tel: 44 30 30 90

GORLEY, Sparetime:

Tel: 5 45 80 431

GRENA, Bog & idé Grend:

Tol: B6 32 19 33

GREVE, B.0. Boger Hundige:

Tel: 43 90 60 08

HELSINGE, B.O. Boger Helsinge:
Tel: 41 79 40 01

HERNING, Buddy Legetej:

Tel: 97 22 05 32

HILLER@D, Legekeden Hillerad:
Tek: 40 24 1 61

HI@RRING, Hjorring Hobby:

Tel: 30 64l 40 33

HOLB/EK, StDrHl:ll Bog & idé:

Tel: 59 33 00

HOLTE, Lugem;;tmnki:m

Tek: 45 4617 L2

HORSENS, Legekarden Horsens:
Tek 75 61 60 11

HORSENS, MYCLIX Miniatures:

Tek: 0045 75626291

HORSHOLM, GAD Haorsholm:

Tel: 43 B6 04 00

HUMLEBEK, Rodes:

Tel: 4919 1220

KALUNDBORG, Koch's Boger & Papir:
Tel: 59 51 00 54

KJELLERUP, Ide & Hobby:

Tel: 86 B8 13 26

K@BENHAVN K, Fantask:

Tel: 33 93 85 38

KOLDING, B.0. Bager Kolding:
Tel: 75 500 38 34

KOLDING, Good Games:

Tel: 75 50 0 04

KOGE, Sema:

Telt 56 63 07 04

LYNGBY, B.1 D Boger Lyngby:

Tel: 45 87 04 4

NYKGQBING F, Hundehuset:

Tel: 54 86 A 46

NYKGBING M, Morso Boghandel:
Teld: 97 72 07 00)

ODDER, Legekaden Odder:

Tel: 86 54 42 76

ODENSE 50, B.O, Boger Rosengirdscentrel:
Tel: 66 15 94 24l

RANDERS, Bog & Ide Randers:

Tel: 66 43 BB 11

RANDERS, Byrge Sarensen Hobby:
Tel: 6 42 58 14

RANDERS, Randers Hobby Import:
Tel: H6 43 39 23

RINGKOBING, Buddy Legetaj:

Tel: 97 32 OR 06

RINGSTED, Bog & Ide Ringsted:
Tel: 57 61 00 10

IHNC.STED, Buddy Legetaj:

Tel: 57 47 14 BO

RODOVRE, ﬂ 0. Boger Rodovre:
Tel: 36 41 04 B

RONNE, Dnrlhes Hobbystue:

Tel: 56 45 94 49

ROSKILDE, Onskeleg:

Tel: 46 32 34 63

ROSKILDE, B.O. Ro's tory:

Tel: 45 46 34 12

SKAGEN, Legekaeden Skagen:

Tel: 98 44 54 &5

SMNDEREDRG. Schmidt Bog & idé:
Tel: 6 52 00 2

SKIVE, jmsk Boghandel:

SLAGELSE, Uldrotten:
Tel: 58 53 5015
ST HEDDINGE, Hobbystalden:
Tel: 56 50 86 10
SVENDBORG, Farve & Hobby Hjernet:
Tel: 52 21 31 31
SVENDBORG, B.0. Boger Svendborg:
Tel: 62 17 2290
TASTRUP, Gmbmgsbng:r
Tek: 4371 67
THISTED, nnd:ry Legetaj:
Teli 97 02 19
VEILE, B.O, Begcr Vejle:
Tel: 75 B2 05 44
VIBORG, Battle Bunker:
Tel: 86 /) 17 40

. Boger Esbjerg:




RETURNS

Join the hundreds of others who have already
.earned themselves a FREE Battalion or Battleforce!

Following the huge success of last
~year’s I Want a Store promotion, we'’re
- delighted to announce its return!

Last year you guys, our brave pathfinders,
/sought out loads of new suppliers in your
area who now stock our amazing products.

Now, in an effort to make the hobby even
more convenient, we’re again asking you to
seek out those vital shops and stores in
your area that you would like to see carry
our products and tell us about them.

WAR HAMM ER i

Dark EIf Battalion

Tyranid Battleforce

In particular, we'd love to hear from you if
you live in the following ares:

Beverley Folkestone
Braintree Glasgow
Carlow [slington
Chippenham Kilmarnock
Cirencester Lowestoft
Derry Newtown

Oldham
Rochdale

Eastleigh
Fareham

Simply send us an e-mail or write to the
address below with up to five suggested
stores. If one of your suggested stores
starts carrying our products, and you're the
first person to suggest that store, we will
reward you with a free Battalion or
Battleforce of your choice!

E-mail us at:
iwantastore@games-workshop.co.uk

Or write to us at:
I want a Store!
Games Workshop
Willow Road, Lenton, Nottingham
England, NG7 2WS

For more information please go to the website below
www.games-workshop.com

Terms and Conditions

1. The ‘'l want a Store' promotion Is a limited offer provided by Games Workshop Limited
gratuitously and on such terms as it deems appropriate. Games Workshop Limited
reserves the right to amend the terms of this promotion at any time and in its absolute
discretion, and no part of this promotion by itself shall form any binding contract or
relationship between Games Workshop Limited and any third party.

2. Only Persons aged 12 years or over are eligible and you must be resident in the
following countries to take advantage of this promotion: Great Britain and Northern
Ireland, Belgium, Denmark, Eire, Finland, Norway, The Netherlands and Sweden.

3. Games Workshop staff may give away products to persons it deems to have
appropriately satisfied the requirements of this promotion in its absolute discretion.

4. An individual may only take advantage of this promotion once. Therefore, any
individual may only receive one product in connection with this promotion.

5. This promotion begins September 1st 2008 and will terminate on December 31st 2008

a.Noe |'1plu\'c 2s of the Games Workshop group of companies or members of their family
may take advantage of this prometion.



110 WHITE DWARF

GW BLANCHARDSTOWN:

Unit 2444, Alanchardstnwn Shopging Centre,
Dublin. Teli 01 K22 1868

GW DUBLIN:

Uit 3, Liwer Liffey Street.

Ted 01 B72 5791

CORK, Other Realms:

Teli 027 4279500

DUBLIN, Models Inc.:

Tel: 01 879295392

ATHLONE, Valhala Games:
Tel: 0AT-9210030
BALINA, World of Wonder Balina:
Tek: 096 TRGTE
CAVAN, Apex Games:
Tel: 049 4326504
COBH, Toylown Toymaster:
Tel: 021 4814 562
CORK, Murphy’s Toymaster:
Tel: D53 24 93520
CORK, Toytown Toymaster:
Tel: 020 4814 162
DOUGLAS, Art and Hobby:
Tel: 021 436 3580
DROGHEDA, Art and Hobby:
Tel: 041 91
DUBLIN, .-‘\rl alld Hobby Jervis Centre:
Tel: 011 745
DUBLIN, Mudl:ls Inc.:
Tel: 01 073500
DUBLIN, Tn'rmnsll.-r Banba Dublin:
Tel: 01 0172 7100
DUBLIN, The Toy Store:
Tel: 11 /77442
| -\OGH!INI Toymaster Banka Dun Lsoghaire:

Tel: 011 B
DUN L‘%UGH-\IRE Art and Hobby:
Tel: 2005047
DUNGARVAN, Toymaster Murphys:
Tel: D51 41375
EMNIS, “urld of Wonder Ennis:
Tel: 065 604 B4
KERRY, Cahzls Toymaster:
Tel: 10157 66 TIZTE4T
LAOIS, Crahams Toymaster:

1 057 it

:

RlCh Ihe Gathering:

i1 1814

LOUTH, Kldmnt Toymaster:
Ted: 130318

MLILL Gﬂ &1.1« & Bows Hobbies and Crafts:
Tel: (44 TI9683

'k\L.‘I.I.INGMt, Stars and Crafis:

Tel: 00 153 17940279

NEWBRIDGE, Art and Hobby:

Tef: 045 450280

NAVAN, Game Bandits:

Tel: 044 9075094

NEWRY, Murphy's Toys:

Tel 028 3026457

Kelly's Toymaster:

33 57 1351505

SANTRY, Art and Hobby:

Tel: 01 62 4300

STILLORGAN, Taymaster Nimble Fingers:
Tel: 01 0B07HH

TIPPARARY, RE Maodels:

Tel: 00357 52 24603

WATERFORD, Tall Tales Bookshop:
Tel: 051 871 967

WEXFORD, Toymaster Play and Learn:
Tul 053 24786

WEXFORD, WDW New Ross:

Trl: 01 42147

WICKLOW, Tuymas(er Hopkins:

Tel: D40 467225

WILTON, Art and Hobby Wilton:
Wilton, Tel: 021 434 7207

STANLEY, Falkland Collectibles:
Tel: 050021174

FINLAND

GW HELSINKI:

simankstu 9, 80100,

Tel: 04 75 15 45 25

HELSINKI, FII!NIlIlpI“I Helsinki:
Tel: 04 65 B0

LAHTI, ?unlerﬂ:wn Pelit:

Tel: 01 751 51%

ESPOO, ?unlenkwn Pelit Espoo:

Tol: pua 120041

PORVOO, Puolenkuun Pelit Porvoo:
Tel: 014 534B377

TURKU, Fantasiapelit Turku:

Tel: k2 2132 B413

ESPOO, Pelimesta:

Tel: 04 113 1280

JOENSUU, Fantasiapelit Joensuu:
Tel: 011204 114

JYVASKYLA, Fantasiapelit Jyviskyld:

m 014 21 629

KUOPIO, Fantasiapelit Kuopio:
Tel: 017 3811148 il :

LAPPEENRANTA, Fantasiapelil Lappesnranta:

Tel: 05541 1375

OULY, Fantasiapelit Oulu:

Fel: 08 47 4906

TAMPERE, Fantasiapelit Tampere:
Tel=03 222 200 g i
AHTARI Honkaniemen lcldakanppa
'|'|I [ oz,

IMIIM.m Kirjakauppa Pellame:
384 3080

HEIM?JLA Talousmuovi ja lelu:
LY

1-|||< 1

Tel: 030 413 4760
KARJA& Bl Lida:

Tel: 79 21 1494
. Antlk\-zmalll Kersa:

KLAUIHQ\LA Kamscill
Teli 09 879 2607

KOTKA, Eagle Card:

Tel: 05 21 4230
KOUVOLA, Muaviepox:
Telt 03 311 7955

LAPPEENRANTA, Antikvariaatti Suma:

Tel: 05 541 1760
MAARIEHAMN, Dillen:

Tels 018 15578

MANTSALA, Papado:

Tel: @14 wag 1911

MIKKELI, Muppela:

Tel 015 36 1671

OULY, Lelu-tapuli:

Teh 06 375 241

PIEKSAMAKI, Sirkkis:

Tel: 013 34 4170

PORI, Porin Pitkis:

Tel: 02 633 20880

PORI, Porin Askartzln

Tel: 02 632 667

RAAHE, lmhm Astartelu ia Paperi:
Tel: 00 223 6125

RAMA, TT-Pop:

Tel: 02 623 4040

RtIH[M.iICl Ruval Toys:

RO\"AN MI I.Elgatmlulam
Tel: 016 35k 0545

S.l\I.CI Salon Harraste:

0545

4412
SEINAJOKI, Pitkikiekko:

Tel: IHLJ|f ThsO

SEINAJOKI, Fantasialinna:

Tel: 040 561 6338

SODANKYLA, Vekkuli:

Tel: 116 61 5456

TAMMISAARI, Kungshookhandeln:
Tel: 115 244 1028

TAMPERE, Pelimaa:

Tel: D40 T64THTY

TAMPERE, n[u Koskikeskus:

Tel: 03 2. TH:
TERVAK! S!(I' Tervakosken Coconut:
Tel: 019 754 129

TORINO, Peliketut:

Tel: D16 44 5266

VAASA, Nirunaru:

Tel: 06 312 7027

VAIKEAKOSKI, Koskiviide:

Ted: 013 384 7917

VANTAA, Mirkun Kirja:

Teli 09 210 2260

VEHMAA, Vanha Kaarti:

Tel: 0150 527 40

ATHENS Fantasy Shop:
Ted: 0030 210 K231072

ATHENS, Fantasy Shop: Ag. Paraskevi:

Tel: 0040 210 (005312

ATHENS, Fantasy Shop: Exarcheia:
Tel; 0030 210 3820877

ATHENS, Fantasy Shop: Kallithea:
Tel; 0030 200 459 2522

ATHENS, Fanhsy Shop Pagrati:
Telt anan 2!
ATHENS, Hﬂlﬂﬁ Nﬂlﬂh’

Telr 0030 210 L0416

ATHENS, Kaissa Amarousiou:
Tel; 030 210 6141675

ATHENS, Kaissa
Tel: 0030 290 D952 057
ATHENS, Kaissa Halandriou:

Tel: 0030 210 480415

Do you want to hecome an

INDEPENDENT STOGRIST?

Games Workshop is the largest and the most successful tabletop fantasy and
futuristic battlegames company in the world. For more information on how
to become an Independent Stockist, contact one of our dedicated specialists
‘on 08700 134411 or visit our website: o LA

,\ilnarlelulm‘kduke Taitaville:

NA, Savonlinnan Anfilvariaatti:

ATHENS, Kaissa Kallidromiou:
Tel: 0030 210 164488

ATHENS, Kaissa Monokeros:

Tek: 0030 210 1813 9%

ATHENS, Kaissa Neas Filadelfias:
Tel: G0 M 210 9017944

ATHENS, Kaissa Pagratiou:

Tel: 00 30 210 7218 318

ATHENS, Strategy Hall:

Tel: 00 302104135757
CHANIA, Kaissa Chanion:

Tel: D030 2E2108899

CRETE, Fantasy Shop: Herakleion:
Tel: 0030 XH10 301512

HALKIDA, CD Corner:

Tel: O30 2321 DN7HS

LARISA, Kaissa Larisas:

Fel: D30 2410 5985

NAFPLIO, Miniature Shop:

Tel: 00 30 2752024884

PALLINIS, Hobby Flanet:

Tel: 210 6042 816

PATRAS, Kaissa Patras:

Tel: 0030 2610625612
PERISTERIO, Kaissa Peristeriou:
Tel: (4130 2105786707

Tel: 01300
IHESSALCI'\I]KL Kaissa 1'!85541‘0“!'“5
Tel: 00 30 2310 257 397
THESS?\LONIK', Underworld:

Tel: 0030 2310 2401 83

VOLOS, Fantasy Shop:

Tel: 0041 24210 26782

HONG KONG, | an Atelier:
Ted: (852) 2866-487

HUNGARY

BUDAPEST, Silverland:
Tel: 0036 12 504157
BUDAPEST,
Tel: 00 36 1 321
BUDAPEST, Tmllbar]ang Buda;
Tel: 00 36 1 345 1469

MISKOLC, Deron:

Telt 0036 4 411520

SZEKESFEHERVAR, Legendak Csamolka:
Tel: 0006 70 ID57426

SZEGED, Csillagveg:

Tel: 0036 20 35715010

ICELAND

REYKJAVIK, Nexus:
Tel: 352 9011

JAKARTA BARAT, Comics N Games:
Tel: 021 S696-155

JAKARTA SELATAN, Fantasy N Games:
Tel; 031-640-50343

SURABAYA, Fantasy N Games:

Tel: 031-600-50147

SLURABAYA, hnlasy N Games:

Tel: 031-740-2475

barlang:
'

Tel: D097 'mnw:*

RAMAT HASHARON, Tapuah:
Tel: BU972 15404713

TEL AVIV, Freak:

Tel: DUAT2 36961026
TEL AVIV, Kitaro:
Tol: D972 36799320

Ih Baﬂn

129505135
Ihgn. Sia Prata Speles:
Tel: 1 67134034

Vilinius, D6 Necona:
Tel: 1) 370 5 2133269

KOTA KINABALU, Sahah, Just Wargame:
Tel; 6013 - 863 5264

KUALA LUMPUR, Comics Mart:

Fel: 03 - 2287 14626

KUALA LUMPUR, MySciFiFan Outpost:
Tel: (63 016 - 982 1506

PENANAG, Comics Mart:

Tel: 04 - 236 2588

PETALING |.a\"A, Wali's Game Shop:
Tel: 012 259995

PETALING JAYA Sel:mgm, The Games Circle:
Tel: 6 D16 - 451 D40

SHAH ALAM, SELANGOR, Dakla Dakka Games:
Tele b 017 -292 0525

KINGDOM OF BAHRAIN

1SA TOWN, Carousel Warld of Imagination:
Tel: 00 973 3967 3633

www.games-workshop.com

FRONTLINE

MALTA

MALTA, Forhidden Power;
Tel: 00356 21 127509
MALTA, K Hobbies Ltd:
Ted; 00356 21 895423

NAUCALPAN, Quest Hobhies and Games;
Tel: 0052 535 548 92 71

NEUVO LEON, lmpmal Fleet:

Tel: 521 B11 066 7926

PUEBLA, La Fortaleza:

Tel: 0052 22: 409 50 30

THE NETHERLANDS

GW AMSTERDAM:

fkin 36, 1012 KT,

Tels 020 622 3043

GW DEN HAAG:

Schoolstraat 128, 2571 AX,

Tek: 070 392 7836

GW ROTTERDAM:

Van Oldentarmeveldplaats 452, 5012 AP,
Teh A10° 280 068

ARNHEM, ﬁ‘dlmﬂrllw Arnhem:
Tel: 026 370

DEN BOSCH, De Dobbelsteen:
Teli o7 614 SEJD

LEEUWARDEN, Spellekijn:

Tul: 050213 1112

LEIDEN, Vliegers|

il
MAASTRICHT, Vlieg-er-uit:

Tel: 043 325 1653

TILBURG, De Dobbelsteen;

Tel: 013 544 1700

ZWOLLE, Games-n-Stuff:

Tel: 038 421 6385

ALKMAAR, Bookers & Strippers:
Tel:072/512 1214

ALMERE HAVEN, Fantasia:

Tel: 136 531 6017

AMERSFOORT, Spellenwinckel:
Tel: 033 470 0322

ASSEN, Plok:

Tel: 455 BT 12m

BERGEN OF ZOOM, Big Boys Toys:
Tel: 0164 25 G041 s e
DEN HAAG, Sp!lltnhllll.

Tel- 070 364 4762

GRONINGEN, Krikke's Hobbysho
Tel: 050 112 I:‘i' R
HAARLEM, Spellenhuis:
Tel: 123 53 13 188
MIDDEI.WIG De Burchi:
Tel: 011 BGSDOAT
NIJMEGEN, Moenen & Mariken:
Tel: mn s:: 6119
HT, Whoops:
'rdm:nu A1
VENLO, Modelbouw Luthart:

Tek: 077 354 26018

WORMERVEER, Mini-Wonders:
Tel; 075 640 1617

z RC-Pitstop:

Teld: 079 31 0360 o

ALMELD, Somberg Modelbouw:

Tel: 054 6417 2901

ALPHEN AAN DEN RIIN, Top 1 Tays Arie vd Panne:
Tel: 0172 47 2254

AMSTELVEEN, Het Ganzenbord:

Tel: 020 647 2552

APELDOORN, Vreemde Zaak:

Telt 057 551 1566

APELDOORN, Top 1 Toys - De Kinderdroom:
Tek: 055 STRTORR

APELDOORN, Villa Wammus:

Tel; 055 5766 741 22

BEILEN, Top 1 Toys:
Tel: +31 593 54 1750

BERGEYK, Wouters Technohobhy:

Tel: 049 755 0248

BLARICUM, RC-Fun:

Tel: 035 5230049

BREDA, De Dobbelsteen:

Tel: 076 52847141

BUSSUM, Bakx Modeltreinen:

Tel: 035 691 6410

DELFT, Top 1 Toys Speldorado:

Tel: 015 213 4515

DEN BOSCH, Gameforce Den Bosch:
Tel: 073 7305801

DEVENTER, Knibbel Comics:

Tel: 057 061 6079

DORDRECHT, Habby Modelbouw Dordrechi:
Tel: 078 631 2711

EDE, Tinnen Soldaat:

Tel: 0316 65 3296

EINDHOVEN, Gameforce Eindhoven:
Tel: (40 2447030

EMMEN, Spirithoes:

Tel: 0591 p457H7

GELEEN, Tactica:

Tel: D46 47 40 7h5

GIOES, Fantus Fantasy Store:

Tel: 011 325 #4174

GORINCHEM, Netten Modelbouw:
Tel: 118 363 Go00

GOUDA, Intertoys v/d Wal:

Tel: 18 251 3525

GOUDA, The Movie Stare:

Tel: 118 252 2550

GRONINGEN, Wirwar:

Tel: 050 314 1424

HARDERWIJK, Tap 1 Tays Volgers Spel & Hobby:
Tel: (341 412985

HEEMSKERK, Boh Hes:

Tel: +31 (0251) 24 14 %9

HEERENVEEN, Top 1 Tays Vodgers Spel & Hobby:
Tel: 0513 624941

HENGELO, Top 1 Toys Mickey van Wezel:
Ted: 074 201 2200

HOOFDDORP, Modelspurl

Tel: +31 (021 565 44 4

HOORN, De Sneﬁlmhoom

Tel: +31 (0229) 2055 (3

LEEUWARDEN, Brattinga Speelgoed:
Tel: 0156 212 5682

LEIDEN, Freetime Warrior:

Tel: +31 71 51 30 522

LEIDEN, Tolkienwinkel:
Tel: 071 541 2324
LELYSTAD, ‘lremenlmelﬂ
Tel; 032 025

MAASTRI HT Hounjet:

Tel: 043 363 /7 N

NUENEN, Schellens Speelgoed:

Tel: 040 283 2984

OUD-BEIERLAND, Mourits Madel-Hablyy:
Tel: 0186 62 1931

PANNINGEN, Top 1 Toys Marc Janssen:
Tel: 077 4634566

ROERMOND, Bloemboetick Hermien:
Tel: 047 531 A2

IICIDSENDAM. Top 1 Toys Jadin:

Tel: D165 55 7964

ROTTERDAM, Freetime Warrior:

Tel: 010 2709237

SCHCIDNHOVEN Modelbrowwers.nl:
Tel: +31 (0F02) 3817 07

SITTARD, Atomik:

Tel: 46 4515074

SLUIS, Top 1 Toy: E. v/d Vijver:
Tel: "!I T46 13

SOEST, Topl Tclys Soest:

Tel: 035 629 0444

SPIIKENISSE, Lord of Magic:
Tel: 0101 610061

TIEL, Goblincave:

Tel: 1344 654 9

Goblin:

Tel: 041 127 0642

UTRECHT, Subcultures:

Tel: ﬂllr)]lll}

UTRECHT, Never Never Land (Wieder & Kugant):
Ted: 030 233 2243
VENRAY, Else Hobbyspeciaalzaak:
Ted: 0478 514899

AR, Top 1 Toys b
10511 0211 RO
ERSWIIK, Top 1 Toys Winterswijk:
54 351 262
ZWOI.I.E Hm:ktnlmlle
Ted; 038 422 107

I[Illﬂl'l

KRISTIANSAND, Hobby Huset:
Tel: 30 02 03

BERGEN Cluliaﬂd Bergen:

TRONDHEIM. Gotham:
Tel: 74 51 29 89

ALESUND, Kremmerhusel:
Tol: 7014 37 70

ARENDAL, Norli Arenasenter:
Tel: 37 02 54 54

EEIRGEN ngo Lekeklossen:
Tel: 55 92

SIBRKL-\NGEN. FX Hobhy:
Tel: 63 05 11 95

BOD@, Underholdningsmagneten:
Tel: 75 52 50 70

IUERUMS \’EFII(, Nuki Leker:
Tel: 67 13 13 10

DOKKA, Yes vi leker Dokka:
Tel: 61 11 20 90

DRAMMEN, Kreativ:

Tel: 32 1 49 oo

FAGERNES, Lekesenteret:

Tel: 61 6 06 52

FAUSKE, ngo Smari:

Tol: 75 64 60 23

FLESA. Ringo Bamsefar:

I 62 95 62 90

FDIIDE, R:ngo Leikehuset:

Tel: 57 82 01 0

FREDIIIKSTAD Leketorvet:

lhngn Leke-Olsen:
Tel: 61 10 82 10
HA.M R, Lel:elmsel Maxi:

33
HARSTAD, sman og Ritt:

Tel: 77 06 5

HAUGESUND. Norli Haugesund:
Tel: 52721313

HITRA, Ringo Hitra:

Tel: 72 M 1245

KONGSBERG, Ringo Rolf Liane AS:
Tel: 3273 11 67

KONGSVINGER, Ringo Gagata Leker:
Tel: 62 81 76 171

KRAGER®D, Brio Karis Hobby:

Tel: 15 90 04 B4

KRISTIANSAND, Outland Kristiansand:
Tel: 30 09 54 20

KROKSTADELVA, Helmax Leker:

Tel: 3287 99 10

LANGESUND, Ringo Tarangers Eftf.Per:
Tel: 35 97 34 62

LARVIK, Rlnga Sokrates:

Ted: 3318

M:J ] IIANA , Ringo Lekehjornet Mo:

i
MULDE \"es vi leker Leke Jornet:
Tel: 71 27 93 63

MDS]BEN thbysenlrut

Ted: 75 17 01 7

MOSS, Brio Fnsmﬂ:klt

Tel 61 25 12 90

MYSEN, Brln Saker og Ting:

Ted: 69 B9 01

NARVIK, ngu Barnas Verden:
Tel: 76 94 65 05

Ringo Holmensentret:
M 10

Eriu CC Vest:
1
Nutahznr Lambertseter:

GSLO Dulland Paleet:

Tel: 22 33 04 10

SANDNES, CI Saeland:

Tel: 51 66 15

SANDVIKA, Huhhy Larsen:

Tel: 67 5401 07




SKIEM, Sokratis Hobby Garden:

Tel: 35 52 ﬂ" (=]

o0 Sola Gaver op Leker:

Ted: 51 65 17 63

SONGDAL, Itmgu Sogndal Glasmagasing
Tel: 57 67 10 B0

SORTLAND, Ringo Bamse Leker:

Tel: 72113374

SPIKKESTAD, Trollmannen Leker:

Tel: 47 26 51 19

STAVANGER, Outland Stavanger:

Tel: 51 43 b0 i)
STAVANGER, Veslefrikk:
Tel: 51 09 521 12

S5TO  Stokmark

Abdietrvik
Tel: 76,11 77 50 '
S\;KI(L\‘\-'EN Ringo Blindheim:

70 25
TONSBERG, Gledeshusel:
Tel: 92 25 17.07
TROMSE, Tromse Bruktbokhandel:
Tel: 77 68 69 74
TRONDHEIM, Outland Trondheim:
Tel: T3 5205 45
TRONDHEIM, Tronderirim:
Tel: 71 52 08 40
TYNSET, thgn Tynset Bokhandel:
Toli 6 40 00 3
VADSE, Bru: Vadsa:
Tel: 78 94 32 29

QUEZON CITY, Neutral Grounds:
Tol: 00 11 63 2634 8902

BIALYSTOK, Department Gier:
Teht 0048 H57443360

BIELSKO BIALA, Gnom:

Tel: 0048 13 A1 24686
BYDGOSZCZ, Cytadela:

Tel: 0048 651 27 23 09
BYDGOSZCZ, Empik DTC:
Tel: 0-52 121 35 25
BYDGOSZCZ, Empik Galeria:
Ted; 0-52 346 66 15

GDANSK, Empik Alfa:

Ted: 511 511 63 Gl

GDANSK, Iskra:

Tel: 0048 58 51952

GDANSK, Spider Games:

Tel: 00441 58 551 93 33

GDYNIA, Empik Centrum:

Tel: 0531 520 07 73

GDYNIA, Futurex:

Tel: 041 58 7811100

IiLENIA Empik Gira:

Ted 7547450

GDANSK, Rebel Centrum Gier:
Tel: (M4 58 3470204

GLIWICE, Game Station:

Tel: (41 504 255 194
KATOWICE, Bard Centrum Gier:
Tel: 0046 12 2571817

KIELCE, Sklep RPG Gracz:

Tel: (M40 50701 1387

KRAKOW, Bard Centrum Gier:
Tel: D048 12 6320735

KRAKOW, Empik Galeria:

Tel: 012 629 86 0O

KRAKOW, FHU Smok:

Tel: +40 694514851

LODZ, ‘Aik’ Firma Ksiegarska:
Tel: DIME 42 6398301

LODZ, Empik Manufaktura Empik Mega:
Tel: 042 639 12 31

LODZ, Gamelord:

Tel: DO 42 6311161

LUBLIN, Balrog:

Tel: DIMB 6027141013

LUBLIN, Empik DTC:

Tel: 0-76 844 25 02

LUBLIN, Krzys:

Tel: 0048 81 5322966

MIELEC, Gama Serwis:

Tel: DIMB 17 5053050

NOWY SACZ, Hobbit:

Tel: D048 &0 4133612

OPOLE, Hms II Cnmpuu:rs
Tel: 0040 77
PILCHOWICE, Irnper.ltur FF:
Tel: «48 3221, abhﬂl

POZNAN, Bard Centrum Gier:
Tel: D046 61 R53027T
POZNAN, Empik Mega:
Tel: 0-61 852 b6 90
POZNAN, Dom Gier:

Tel: DU 48 616638300
POZNAN, Sklep Wilczek:
Tul: D048 61 503 652 B30
PRUSZCZ GDANSKI, Fenri
Tel: DIME 604 980 103
RZESZOW, Empik Plaza:
Tel: 0-17 060 51 62
SWIDNIK, Monolith 1con:
Tel: 0048 6544221
SWIEBODZIN, Czempioni:
Tek: 4BLOGIIUM5T

SZCZECIN, Cytadela:

Tel: 0048 601 1 18 29
SZCZECIN, Empik Galaxy:
Tek: (-1 483 52 ()
SZCZECIN, Tall Tower:
Tel: 0048 11 4237091
TORUN, Empik Copernicus:
Tel: 0-56 657 48 10

TORUN, Sklep Papxcmluv
Tel: 0044 56 652259,
WARSZAWA, C}Iadcla

Tel: 00440 22 4 {0}
WARS?_A

WARSZAWA Empik Galeria
Mokotow Mega:

Tel: (22 541 33 74

WARSZAWA, Empik Nowy Swial Mega:
Tel: 0-22 627 U6 50

WARSZAWA, Emp|k Sadyba Plaza:

Tek: 0-22 3710 15

WARSZAWA, F
Tel: (45 22 8491265

WARSZAWA, Graal:

Tel: 0040 22 3117627

WARSZAWA, Gryf:

Tel: (048 509 9271 103

WARSZAWA, Ksiegarnia Bellona - Matras:
Tel: 4B 22 B2R1707

WARSZAWA, Panda Zahawki:

Tel: BHE 12 264461

WARSZAWA, Slu.-lp Maorion:

Tel: DIME 22 423120
WARSZAWA, Sltladm:a Harcerska:
Tel: DO4S 22 87 U]l}h

WARSZAWA, Warsaw Model Centre:
Tel: DOB 22 B22 4h 46

WARSZAWA, W.lrsnw Model Centre:
Tel: 048 22 617 17

WARSZAWA, W.lrsm Model Centre:
Tel: DO4E 22 602 305 070

WROCLAW, Bard Centrum Gier:

Tel: 00 48 61605810

WROCLAW, Empik Mega:

Tel: 0-71 343 34ty

WROCLAW, Ogryn:

Tel: D048 71 3771472

WROCLAW, Sklep Pracownia Fanlastycena:
Tel: 448 71 154 43 44

ZABRZE, Empik M1:

Teli 0-32 373 40 40

ZIELONA GORA, Avalon DT Centrum:
Tek: 00 48 616658300

ZIELONA GORA, Ori:

Tel: 0048 6033235164

COIMBRA, Inforhobbies LDA:
Tel: 00351 239 78 14 b

LISBOA, Homem Azul:

Tel: 00351 213 62 93 62

LISBOA, Lojas Arena:

Tel: 00351 213 13 55 80

PORTO, Mundo Fantasma:
Tel: 00351 226 09 14 60

SINES, Galeria BT:

Tel: 00151 269 63 25 11

BUCHAREST, Hobby Games:
Tel: 00 40 21 3231 431

er & Faber s.j.:

\'\INSK \falilunuvll:h enl:
Tel: 000029 H350212

MINSEK, Valahanovich ent:
Tel: 008029 6548426
MOSCOW, Alegris:

Tel: TU952 168120

MOSCOW, All:gns
833

Tel; 7093528
MOSCOW, Urﬁn Juice:
Tel: +79057#46355

I\ORrI.ISK, Na Styke Mirov:

Tel: 00B0ZY R54B416

\ovosmmsl(, Icehummer:
Tel:

SARJ\TCIV Detsklr Mir:

Tel: ik

ST PFTEIISBUI!G Art-Miniatures:

Tel: 4612 3321628

TAMBOV, Hobby and Igrushki:

Tel: MI75 272881 1

BELGRADE, ANET Hobbystore:
Tel: 04 387 11 3612 523
BELGRADE, ANI:T Habll}'slor\':
Tel: () 301 11 265223

BELGRADE, EXIT Hubby store:
Tel: (30T 10 62 78 27

BELGRADE, White Dragon:

Tel: 00 381 63027222

PDDGDRICA Meutron Podgorica:
Tol: 00 341 69 060 669

ZREJANIN, Takeda:

Tel: 00 TH1 2364572

SINGAPORE, Comics Mart PTE Lid:
Tel: BH3 2724

SINGAPORE, Comics Mart PTE Lid:
Tel: 6836 9064

SINGAPORE, Comics Mart PTE Lid:
Tel: 65 6462 2751

SINGAPORE, Forgeworks Hobbies:
Tel: 65 6438 5975

SINGAFORE, Paradigm Infinitum Pre Lid:

Tel: 65 67343858

KDMARND |c|nzl«:| SRO:

7 421905 1R0
SPISSKA NOVA VES, War Gaming:
Tel: +421903219155

LJUBLIJANA, Crna Luknja:
Tel: 00306 59031220
LJUBLIJANA, Pri Goblinu:
Tel: (01106 40A33230

BELVILLE, The Boys and Mens Habby Shop:
Tel: B2 21 914 BA8E

BLOEMFONTEIN, The Games Dungeon:
Tel: IMI27 51 446 5090

CAPETOWN, Pastimes Retail:

Tel: 0027 21 421 111

CAPETOWN, Wizards Books and Games:
Tel: (127 21 Gii3 0360

DORINGKLOOF, Battle Planet:

Tel: B} 27 1243 13933

DURBAN, Wizards Books and Games:
Tel: G027 31 3128271

EAST LONDON, Slaters Toy Magic:
Tel: 27 43 F2657R2

EDENVALE, Plastiks:

Tel: 0027 &2 703 1489

GAUTENG, The Underground:

Tel: 27 11 7495 39046

JOHANNESBURG, Esswex Retail:

Tel: D027 11 BRAIGTS

JOHAN '\IESGURG, Outer Limits Jahanneshurg:
Tel 0027 11 482 3771

ESBLIRG, Outer Limits Pretoria:
712 342 4360

JOHANNESBURG, Wizards Book and Games:
Tel: 0027 11 8% 9253

JOHANNESBURG SOUTH, Dragons Den:
Tel: 0027 11 432 35
PIETERMARITZBURG, Games Direct:
Tel: +27 33 342 9970

UMLANGA, The Hobby Specialists:
Tel: D027 31 566 4806

SEQUL, Orc Town:
Tek: 024 402 5946

SWEDEN
GW GOTERORG:
Dratininggaten 5, 411 67,
Tel: 031 133956
OLM:

0, 111:53,
rnlxula m

Hobbyshopen:
rel: lmas:sn

KARLSTAD, Spel och Fantasi:
Teki 03415 10,70

STORE FINDER K

GAMES WORKSHOP HOBBY CENTRE
i+) Ineficates Gaming Room facilities,

HOBBY STOCKIST
Qffers & hoby gaming and painting service,

NE ELITE STORE

NE PARTNER STORE
Socks mest of the Games Workshop range,

INDEPENDENT STOCKIST
Oificial sellers of Games Workshop products.*

NEW STORE OFENI
Mmmﬂ:ﬁlu;

Stacks the complete Gamis Warkshogi range and offers introductary gaming and painting lessom.

* T b suires they Bave what your want in stock, we recomimand eaffing the sam first

NORRKOPING, Lekhuset:
Tel: 011287070
UMEA, Fantasia:
Tek: 090770364
KRISTIANSTAD, Spel pi Vallgatan:
Tel: 044 101091
GOTEBORG, Wizard Games:
Teh: 031514150
SKELLEFTEA, Lek & Hobby:
Tek: 091012900
STOCKHOLM, Dragans Lair:
Tel: 0B 654 60 50
STOCKHOLM,
Science Fiction Bokhandeln:
Tel: 015052
SUNDSVALL, Orionspel och bicker:
Tel: 160155347
UPPSALA, Prisfyndet:
Tel: 01 W1BLG07
VASTERAS, Zetterlunds:
Tel: 021101 4441
VAX]O, Helges Hila:
Tel: 147 02 18 60
ANGELHOLM, Brio:
Tel: 04331 80527
AII KA, Perry Data:
2 05T Dh6Y
ASAR UM, Lek & Fritid:
Tel: (M34329904
AVESTA, Vega Video:
Tel: 022680071
BORAS, Hobbex:
Tel: 033418380
BROMMA, Boink!:
Tel: BAZH BOOE
DALARS Eutlknn Svanen:
Tel: B70W25 2
kaopms Nallens Leksaker:
Tel: 0171 32750
ESKILSTUNA, Barnens Hus:
Tel: 016481138
ESKILSTUNA, Lasses Leksaker:
Tel: 016130335
FALKENBERG, Brio:
Tel: 346 107 b

el
FARJESTADEN, Leksaksmagasinet:
Tel: 048534570
GALLIVARE, Brio:
Tel: 097066502
GISLAVED, Brio:
Tel: 037110733
HALMSTAD, Brio:
Tek: 035159175
HAPARANDA, Barnens Hus:
Tel: 0% 22 36 600
HELSINGBORG, Spel Pa Kullagatan:
Tel: 042 121041
HUDIKSVALL, Albins Leksaker:
Tel: UB505450HIE
JONKOPING, Play Planet:
Tel: 036122834
KALMAR, Kalmar Lek & Hobby:
Tel: 040024717
KALMAR, Ojtoy:
Tel: 048022002
KARLSHAMN, Brio:
Tel: 045410381
KARLSKOGA, Lekladan:
Tel: 050433333
KARLSKRONA, Brio:
Ted: (45524082
KARLSKRONA, Fact & Fiction:
Tel: 45516710
KATRINEHOLM, Brio:
Tel: (150 79720
KIRUNA, Brio:
Tel: 9B0RLS50
KOPING, MD Hobby:
Tel: U7 Iha 20171
KUNGALY, Lek & Hobhby:
Tel: 0303131940
KUNGSBACKA, Brio:
Tel: 030014136
LAHOLM, Brio:
Tel: 43010064
LIDKOPING, Game Maniacs:
T 190274

Tel: m1ATN4T0
LINKOPING, Sagoland:
Tel: D1 T2,
LIUNGBY,
Tel: D37213481
LULEA, Barnens Hus:
Tel: DY2O220095
LUND, Spel pd Clemenstorget:
Tel: D46127610
MALMO, Spel pa Djaknegatan:
Tel: D40 120410
MORA, Lek & Hobby:
Tel: D2507 1628

NACKA, Amusar:
Tel; DBG440540
NOIIRKOI‘ING Huobbyhiman:
Tel; 011162121
vibPING Laka TV-spel:
Tel: 015528 i“flli

NYNASHAMN, Svens Lek Och Hobby:
Tel: 8 520 10 991

OREBRO, Brio:

Tel: 0196114963

GREBRO, Modellex AB:

Tel: 019 611 15 34

QIIM]NGE, HIFFIEE

Tel: (67

ORNSI OLstm, Lajhans:
Tel: DOG0GT 100
OSKARSHAMN, Brio:

Tel: D491 170 66
OSTERSUND, Hobbyboden:

Tel: 091119910
SAFFLE, Bergers Lek & Bosttning:
Tel: 053310045

SALA, Elons Leksaker:

Tel: 012410314

SKOVDE, Partaj:

Tel: 051079449

STENUNGSUND, Brio:

Tel: 030300384

STOCKHOLM, Arcane:

Tel: 07055944900

STOCKHOLM, Brio:

Tel: 087451146

STOCKHOLM, Happies Hammarby Sjistad:

Teli UBSZ244000
STOCKHOLM, Fidelur:
Tel: 08 3002 0170
STROMSTAD, Kjells Lek & Hobby:
Tel: 152615909
STROMSTAD, Leksaksbutiken:
Tel: 032640333
SVEDALA, Brio:
Tek: (MIMBOTTD
TABY, Hobby & Prylar:
Tel: 1851050426
TOMELILLA, Alfs Leksaker:
Tel: 141710000
TROLLHATTAN, Partaj:
Tel: 152079499
TUMBA, Leksakshungen:
Tel: 0453038000
TUMBA, Kom & Lek:
Tel: 53060011
UDDEVALLA, Partaj:
Tel: 052289180
UPPLANDS VASBY, Barnen Hus:
r--ll‘. DHE26P940
VALLINGBY, Hobby fir Alla:
Tel: 0707523734
VARBERG, Norrgatans Spel:
hl.l.: UJJIMEME o
VASTERAS, TV-5pelshorsen:
Tel: 021 l‘lli (LR
VASTERAS, Zetterlunds Erikslund:
Tel: 021 104 390
VASTERVIK, Brio:
Tel: 049036171
VASTRA FROLUNDA, Toys:
Tel: 011455401
ETLANDA, Brio:
Tek: 030319590
VIMMERBY, Brio Vimmerby:
Tel: 049231188
VISBY, Lekstugan:
Tel: 0498215050
YSTAD, Tv Spelshirman:
Tel: 0411 66HHD

TAIWAN

TAIWAN 806, Games 'R* Us:
Tel: 001164 9409 2750
THAILAND

B!\NGKOK FantaslatTS Toys):
Tel: 66 8 977

llIlIllllE

DNEPROPETROVSK, Book Shop (Goblin):
50

Ted: 00 00 675 648 5
KHARKOV, Aladdm Tcly Storer

Tel: 00 380
Iglml‘wk:

IEV, Bu:
Tel: 10 360 4457 631121

KIEV, Bu\:lmnk lgmihuk:
Tel: (0 360 444 56

KIEV, Cha
Tel: (010444567671
KIEY, Novi Skaz
Tel: 00 360 442 B72 702
ODESSA, Model
Tel: 140 380} 505 622 177
SEVASTOPOL, Sevmodel:
Tel: M) 380 953 965 400
VINITSA, Spellscape:

Tel: 40 360 634 409 0401

DUBAI, Bishops Trading:
Tel: M971559487 070

www.games-workshop.com



Gaming clubs are groups of fellow gamers and hobbyists who meet regularly to enjoy the

hobby together.

THE GAMES WORKSHOP CONNECTION

The Gaming Club Network (GCN) is a volunteer
organisation which was started in 1999 to bring together
like-minded clubs for lots of gaming fun.

GCN registered clubs work closely with Games Workshop
on events like Games Day, Conflict events and Campaign
Weekends, making them an integral part of the Games
Workshop hobby. Use the club listing to find a GCN

THROW DOWN THE GAUNTLET!

Whether you are new to the hobby or a veteran gamer,
GCN clubs are an ideal place to find and challenge new
opponents. Play in campaigns, leagues and tournaments in
a friendly environment with fantastic scenery, all created by
dedicated hobbyists like you.

SETTING UP YOUR OWN GAMING CLUB

112 WHITE DWARF

gaming club near you and get involved.

The GCN strives to meet the following objectives:
* Promote good communications between Gaming Clubs
and Games Workshop.

* Assist in the running of local gaming events.
» Support other clubs’ activities.

 Assist in the running of games at the national level.

® Provide a forum for Gaming Clubs.
* To facilitate club development and growth.

* To create a safe environment for people to play in.

If you would like to set up your own Gam
please contact Bek Hawkby, our Community

yordinator on 0115 900 4
advice on the basics of setting up and running a cl

1, who will give you

This includes providing packs for schools, libraries,

independent clubs and informatic

Please note, if you &
school we will ne
staff before we can register your cl

on the GCN.

want to set up a gaming club in a
ak to a teacher or member of

VISIT THE GCN ONLINE AT WWW.GCNM.ORG.UK

GCN bership gt tees the highest standard of customer service and safety, As part of our ongoing commitment to our customers, we do not promote any chib outside of the Gaming Club Network,

GCN BRISTOL,
Porthury Knights:
Contact: Alan Vowhes
Tel: (17771 985408

BERNSHIRE

GCN BRACKNELL,

Bracknell Forest Gamers:
Coptact: Dan Currey
E-null: dcurreytalk21.com

GCN MAIDENHEAD,
MAD Gamers:

Contact: Francit Jose
£l fajoseibimey. phus. com

GCN READING,

The Spiky Club:
Contact: David Cole
E-mail: spikyclubithntmail oo ik

GCN DUDLEY,
Dudley Darklords:
Contact: Faul Sheldon
Tel: 01184 208 Th0

GCN SOLIHULL,

Toll Road Gamers:

Comtact: Mark Simkin

Tel: 0790 418 7517

£-mall; tolloadgamersiibluryoider.co.uk

GCN WALSALL,

Warlords of Walsall:

Comtact: Martyn Fumnival

Tel: 07717 475047

E-mail: martyniiprnival@hlueyonder.co.uk

GCN WOLVERHAMPTON,
Da Boyz Club:

Cantact: Darren Prigh

Tel: 07790 507 531

E-mall: dalioyhluhigoaglenall.com

GCN HIGH WYCOMBE,
Armageddon Inc.:
Contact: lames Schofield

Tel: (11494 865 905

GCN BRELADES,

Jersey Privateers Gaming Club:
Contact: Paul Mael

Telr 01534 TIR192

E-mail: noctwarlockanl.com

GCN CHESTER,

Royal Guild of Minted Boards:
Contact: Christopher Fry

Tel: 07975 A7H73Z

Emails chris, fry@frpupiilms com

GCN CHELTENHAM,

Hyde Clarendon Strategy Games Club:
Contact: Paul Mather
E-mmal; paul matherdtamesidesc ok

GCN MACCLESFIELD,
Maccwargames:

Contact: Duncan Harradine

Wbaite: wwiv.maccwargamesongk
E-mail: harradine 2002 yahoo.co.uk

GCN STOCKPORT,

Stockport Slayers:

Cumtact: Lawra Kelly

E-mail; murplemaraudersihotmail.com

GCN WARRINGTON,

Spawn:

Cuntact; Anthony Spiers

Tel: 0775 313 3077

E-mail; anthony spiversithtinfermet.com

GCN WARRINGTON,

Warrington Warlords Gaming Club:
Camtact: Paul Tennant

Ted: 1244 676 448

E-mall paultennant @hotmail.com

GCN MIDDLESBROUGH,

Middleshrough Gamers Club:
Contact: Sean Athertin
Email; mpechebibgmall.com

GCN REDCAR,
Redcar Ironbeards:
Con

Ran Widduwan
Tel: U1642 503207

GCN BUDE,

Dice and Dagger:
Combact: Kl Baker

E-mail: celiofernowanl.com

GOCN CORNWALL,

West Cornwall Games Club:
Contact: Nl Sharp

Emal; neilasharpitaolcom

FRONTLINE

GCN WINDERMERE,

North West Warriors:

Contact: Adam or Davinia Tirner

Tel: 07825 511 867

E-mall: narth_wesl_warrioryithotmail com

DERBYSHIRE

GCN CHESTERFIELD,
COGS:

Cantart Anthony Rarmes
Tel: 0794 425 0764

Eemail: awblihtinternet.com

GCN PLYMOUTH,

Cross Swords Gaming Club:
Camact: Anthony Cross

Tel: 11752 037 133

E-nusil: enguiriesScrost-swards ook

GCN PLYMOUTH,

GCN SOUTHEND,

Warzone: Southend:
Canlact: Michael Ryan

Tel: 01269 634805

E-malk: warsnivesiuthend fsky. com

GCN THURROCK & ROMFORD,
Tempus Fugitives:

Comtacd: Staarl Mackaness

Teli 07009 154020

Wibsite: www.tempuishigitives couk

GCN DURSLEY,

Dursley Games Club:
Contact: Dan Bishop
Tek: 61454 549 377

GCN BASINGSTOKE,

Sad Muppets Society:
Contact: Divid Offen-James

Eoimal: davidEd e

Plymouth Association of Warg
Websie: wwiv.plymosthwargamesr. co.uk

GCN POOLE,
Battlescar:

Contact: Paul Cleveland

Tek: 01202 305 632

E-mail; paubibatibescar.coak

GCN CHELMSFORD,
Chelmsiord Bunker:

Contact: Gareth Wikliams

Tel: 01245 38542

E-mall cogareth®fzmailnet
Whslie: waw binkerassault.couk

GCN ESSEX,
Essex Warhounds:

E-mall jameszubd lEanl.com

GCN COLCHESTER,

Colchester Games Club:

Cantact: Colin Wilson

E-miall: infottenlchestergameschib org.uk

GCN SOUTHEND,
Southend Toy Soldiers Club:
Cantact: Paul Gayner

Tel: 074N B 641

E-mall: chubenmuibries@holiium.com

GCN PORTSMOUTH,

Hammer N Ales:
Caintact: Danied Few
E-mall: sonufmy@hotmai. oo,k

GCN PORTSMOUTH,

Shadowspawn:
Contact: Gary Donaldsan
Tel: D7BH2 I60GGY

GCN ASHFORD,

Stanhope Gaming Group:

Contact: Siman Canrsin

Tel: 01233 653 996

Email: wcamnamniap-sc.cu.ub

GCN TUNBRIDGE WELLS,
Tunbridge Wells Wargame Society:
Comact: Colin Slone

Telt 0175 340 0211

E-mall: colinticastone. fresserve.cok

GCN ARNESBY,

Leicestershire Warriors Wargaming Club:

Contact: Patrick Foster
Tel: 07%: 116 H471
Email: pwinstiyalwie,co.uk

GCN LEICESTER,
Leicester Fat Kats:
Contact: Anfony Evans

Teb: (7003091227

E-mall; amani708yahoa,com

LINCOLNSHIRE

GCN LINCOLN,

Gobstyks:

Contact: Anna Delafield

Teli 0124 633 189

E-mail: adelaficdhtopenwarkd,com

GCN CLAPHAM,

Clapham Wargames Guild:
Contact: Thoenas Petil

Tel: 07966 165 304

E-mailt infofelaphamwargamers. org,uk

GCN COVENT GARDEN,
Cross Gaming Club:
Contact: Karl MeWilton

Tel: n7AS9ASARIE

E-mail; masdmackar3791 6ol com

GCN WANSTEAD,

Tanelorn Wargames Club:
Contact: Martin Turner
E-miall; martin.tsimerithes.com

GCN WATFORD,

‘Watford Wargames Federation:
Contact: Bab Lurg
Tel: 020 89306756

MERSEYSIDE

GCN LIVERPOOL,
Liverpool Gaming Guild:
Coradt: Lenn Lynch

E-mail: chib leonibotmail.co,uk

GCN RUNCORN,

Halton Daemons:

Contact: Janetie Fleming

Tel 01928 715 351

E-mail: janette.Aemming@habiongoy,uk

GCN NORTH WALSHAM,
Blackfish;

Contact: Dave Hicks

Tel: 07077 112 074

GCN NORWICH,

Aftermath:

Contact: Lee Lowe

Telr 07921 059 501

E-mall: leeaftermathithtimermel.com




GCN OLD BUCKENHAM,

Old Buckenham Bone Crushers:
Contact: Paul Giding

Wb www T

SHROPSHIRE

GCN SHREWSBURY,
Gatekeepers Wargames Club:

GCN WYMONDHAM,
Wymaondham Wanderers:
Contact: Barry McCarthy

Tel: 07950 495 8112

E-miail: wanidal Bemsn. com

NORTHAMPTONSHIRE
GCN BEDFORDSHIRE,

Bediord Gladiators Association:
David Wilkin

: 1559247
E-mall: gladiatarhdukryahn,co,ub

GCN NORTHAMPTON,
Narthampton Warlords:
Cantact: Mark Peat

Tel: 077 010 482 57

E-mall; mackysparky30ithatmai com

GCN RUSHDEN,

Phoenix Gaming Club:
- ol King

50
Emal; carfiing) Shiimternet,com

GCN BLYTH,

Northumbrian Adventurer’s Guild:
Mark Anderson Couller

W T390

dyorciihotmail.co.sik

NOTTINGHAMSHIRE

GCN KIRKBY IN ASHFIELD,
K.LA:

Cantact: David Laithwaile

E-mail! inguisiiormefistoyahoo.co.ik
GCN NOTTINGHAM,

Da Wol Notis:

Contact; Sentt Miskin

ottmiskinblopemworld.com

GON NOTTINGHAM,

1st Company Veterans:
Costact: Stephen Watson
E-mail; swalo2004@hatimailcom

GCN OXFORD,
Oxford Gaming Club:
Condact: Mike Sharp
Teliar
Fomuil: mike sharpd @htopenworkd.com

GCN WALLINGFORD,
South Oxfordshire Wargamers:

Contact: Darren faswet
Tel: 01045 3040 1hid

Eontact: fames Sherry
E-malli info@gatekeepers.meuk

GCN TELFORD,
5.T.A.G.S Telford:

Contact: Carl Evans

GCN CANNOCK,

Games Club Cannock:

Contact: Richard Bryce-Nye

Tel: 01543 459 129

Email: larnrichfbricenye_finelco.ok

GCN TAMWORTH,

TGC:

Contact: Phil Hannigan

Tel: 01027 267HE

Fomall: philhannigan 02 dyahou. co.uk

GCN ASSINGTON,
Sufiolk and Essex Gamers:
Captact; Mark Aldhouse

Tel: 01440 703554

GCN BECCLES,

Crypt Keepers:

Cpntact: Christine Warser

Tel: 07913 516 549 (aftor Gpm)

GCN BECCLES,

Curious Dwarf:

Comtact: Giles Robinsan

Tel: 079222 3600

E-madl: girartious®thcall.co.uk

GCN IPSWICH,

Swarmm Wargames Club:

Contact: Matt Holden

Tel: 01473 827 208

E-mail; mattitholdenhouse. freeserve.ca,ub
GCN NEWMARKET,

Newmarket Dwarf Wargames Society:
Cantact: Mark Haynes

E-mall: mark haynesticapegomini.com

GON MITCHAM,
Mitcham Marauders:

Comitact: fason Fowler

Tel 0776 1403472

E-mail: mitchammaradersihotmailoo.uk

GCN TOLWORTH,

Tolworth First Founding:
1: Peter Corps

GCN WOKING,
1st Founding:

GCN BOGNOR REGIS,
BRGA:

Contact: Frank Hill

Tel: U7896 119 683

E-mail: medrankhif@yahoo. com

GCN BRIGHTON,

Brighton Warlords:

Cantact: Peter Cooke

Tel: 0797 409 4240

E-mail; peter. cookea 2 3@t hworddcon

GCN BRIGHTON,

Gambit Games UK:

Contact: Gareth Wynn

E-mail: gareth. wynnSHIEnilwarkl .com

GCN LANCASHIRE,

Coppull & Chorley Knighis:
Comntact: junathan Taylar-Yorke

Website: www.catk-wargamesclub.ong.uk

GCN CRAWLEY,

Crawley Magic and Tablelop Games:
Camdact: Mark Lang

Tel: 07921 555 129

E-mail; mark. templaridgooglemail com

GCN HASSOCKS,

Clayton Warlords:

Contact: Roger Smilh

Tel: D771 556 296

E-maili roger gs_smithihatmail.com

GCN EASTBOURNE,
Eastbourne Elemental:

Contact: Lukn May

Tel: o787 750 F125

E-mail: |ukes.weatherbight @ gmail.com

GCN WALBERTON,

Walberton Wargamers:

Contact: Mike Roditham

Tel: 11245 3541115

E-mail: walbertimwargamerseyahoo.co.uk

GCN NUNEATON,
Nuneaton Model and Games Club:

Cantact: rian MeCarmiack
Tel: 07866 707 127

WILTSH

GCN SWINDON,
SWAT:

Comtact: johny Hext
Tel: 01793 642 414

E-mail; jhesiShtintirnet. com®™

GCN SWINDON,

Swindon and District Wargamers:
Cantact: Faul Nettle

Tel: 01793 TDO609

E-maall: mettle Arilwdinthwirld, com

YORKSHIRE

GCN HALIFAX,
Pennine Raiders:

Tel: 0142 236 9834

E-mail: hardpiniitiscali.couk

GCN HUDDERSFIELD,
Cellar Dwellars:

Contact: Richard Ambler

Tek 07984 11 3974

E-mail: uhersquacksyahna, co.uk

GCN LEEDS,
Night Owls:
Comact: Seve Nolan
Tel: 0713 225 0461

GCN OSSELT,

Osselt Wargames Club:

Tel: 0192 426 S064

Email; pauhngracedblinternet com
GCMN SHEFFIELD,

Dysartes:

Contact: Nick Johnsan

Tek: 07743 JR0E1

t-mall: wehmaster@dysaries.com

WALES
GCN BRIDGEND,

Bridgend YMCA Gamers Club:
: Bl Evans

Telk: 11163 A7 6134

E-amiail: illdeagon | @tfscali.co.uk

SCOTLAND

GCN CAITHNESS,
MNorthern Knights:

Contact: Dave Yeonsans

Tel: I7R4 975 0044

Email: receehossiititinternetcom

GCN DUNFIRMLINE,
Duniirmline Wargaming and
Roleplay Fellowship:

Contact: Brisn Forrestor

Email: dwarfchibifanl cum

GCN EDINBURGH,
Edinburgh League of Gamers:
Cantact Andy Meechan

F-mail: Inagueniyamens-
wwrerfiyshongrosips. co.uk

GCN FIFE,

The Gaming Kingdom:
Tel: 07034699774

E-mail: krissherriiiathatmall.com

GCN GLASGOW,

St Aidens Warriors Club:
Comtact: Alan Holbhs

Email; macdonaldt1 7 hotmail com

GCN INVERNESS,
Da Klub:
Contact: Stephen Miller
Tel: 07176 571222
E-ail: steveindenitaol.com

GCN KIRRIEMUIR,
Kirriemuir Wargames Club;
Cantact: David Tulloch

E-mall: davidtullucht Stesca.net

GCN RENFREW,
WPAS:

Contact: Andy Thampson
Tel: 0141 606 2466

E-ma

athompeoniffags24. ireeservi.co.uk

GOCN STIRLING,

Stirling Wargamers:

2 Paul Brooks

7o 450 062

Emadl: paubittreeandleal plus.com

SAFETY IN THE COMMUNITY
GCN membership guarantees the highest
standard of customer service and safety.

As part of our ongoing commitment to
our customers and hobbyists, we do not
promote any gaming clubs outside of the
Gaming Club Network.

www.games-workshop.com
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AVAILABLE TO ORDER

The miniatures from the
Assault on Black Reach
boxed game make a great
basis for a Space Marine and
Ork army, but you needn’t
stop there. You can bolster
your forces with additional
models — everything you
need is available either
in-store or from GW Direct.

the following sources

* Games Workshop stores
* GW Online store

www.games-workshop.com

* Independent Stockists

* Games Workshop Direct  Page 119

You can buy our products from

Page 104
Page 119

Page 104

WARHAMMER

40,000

SPACE MARINE LIBRARIAN SPACE MARINE LIBRARIAN SPACE MARINE LIBRARIAN
WITH AXE AND PLASMA PISTOL WITH STAFF AND BOOK WITH SWORD AND BOLT PISTOL
99060101337 99060101339 99060101338

£7, €11.50, 85dkr, 100sek, 105nkr £7, €11.50, 85dkr, 100sek, 105nkr £7, €11.50, 85dkr, 100sek, 105nkr

SPACE MARINE DEVASTATOR SQUAD
99120101053 £20, €30, 225dkr, 270sek, 280nkr
This set contains enough parts to make five plastic Devastators, with a variety of heavy weapons.

Pictures for illustrative purposes anly. Product contents may vary. Products sold unpainted and unasser

114 WHITE DWARF AVAILAB LE TO ORDER may be dangerous if used incorrectly, Prices correct at time of going to press, please contact us for ©

mbled. Certain Citadel products
urrent availability and Games

Workshop prices. Prices quoted are for products sold by Games Workshop theough its own stores, catalopue or website. Independent
|

retailers are responsible for determining their own prices.



SPACE MARINE SCOUTS
99120101036 £12, €20, 140dkr, 170sek, 180nkr
This set contains enough parts to make five plastic Scouts with bolters or shotguns, plus the option to upgrade to a heavy bolter.

SPACE MARINE SCOUTS WITH SNIPER RIFLES
99120101044 £15, €22.50, 175dkr, 200sek, 210nkr
This set contains enough parts to make five plastic Scouts with sniper rifles plus a missile launcher option.

SPACE MARINE WHIRLWIND
99120101065 £25, €35, 250dkr, 300sek, 315nkr

contents may vary, Products sold unpainted and unassembled. Cerain Clade| products
< correct at time of going to press, please contact ws for curment ava | Games - WWW.gﬂmES“WUrkShOP.COm 115
yoducts sold by Games Workshop through its own stores, eatalogue or website. Independent
tallers are responsible for determining thelr own prices,

Pictures for illustrative purpases only, Pre
may be dangerous if used inc tly
Workshop prices, Prices quoted ar




ORK TRUKK
99120103012 £18, €27.50, 200dkr, 250sek, 260nkr

ORK BIG MEK ORK NOB IN MEGA ARMOUR WITH ORK NOB IN MEGA ARMOUR WITH
99060103101 KOMBI SHOOTA-SKORCHA KOMBI SHOOTA-ROKKIT LAUNCHER
£10, €15, 115dkr, 140sek, 150nkr 99060103111 99060103112
£7, €11.50, 85dkr, 100sek, 105nkr £7, €11.50, 85dkr, 100sek, 105nkr

GRETCHIN MOB AND RUNTHERD
99110103115 £10, €15, 115dkr, 140sek, 150nkr
This set contains 1 metal Ork Runtherd and 5 Gretchin.

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products
116 WH'TE DWARF AVAH_AB |_E TO OR DER miay be dangerous if used incorrectly. Prices correct al time of going to press, please contact us for current availability and Games
Waorkshop prices, Prices quoted are for products sold by Games Workshap through its own stores, catalogue or website. Independent
retailers are responsible for determining thelr own prices.



ORC SHIELDS
99080209002 £2, €2.50, 25dkr, 30sek, 35nkr
(Contains 2 frames, enough parts to make 8 shields)

DARK ELF SHIELDS

99080212001 £2, €2.50, 25dkr, 30sek, 35nkr
{Contains 2 frames, enough parts to make 8 shields)

LIZARDMAN SAURUS SHIELDS
99080208001 £2, €2.50, 25dkr, 30sek, 35nkr
(Contains 2 frames, enough parts to make 8 shields)

Pictures for |Hustrative purposes only. Prod
may be dangerous if used inco

retallers are responsible for determining their own prices,

Many hobbyists love to convert their
models, and Citadel Bitz Packs make finding
those ideal components more convenient
than ever. Here are some recent releases.

NIGHT GOBLIN SHIELDS
99080209003 £2, €2.50, 25dkr, 30sek, 35nkr
(Contains 2 frames, enough parts to make B shields)

GOBLIN WOLF RIDER SHIELDS
99080209001 £2, €2.50, 25dkr, 30sek, 35nkr
(Contains 1 frame, enough parts to make 16 shields)

L. [RII0IANIRIA e
HIGH ELF SILVER HELMS SHIELDS

99080210002 £2, €2.50, 25dkr, 30sek, 35nkr
(Contains 1 frame, enough parts to make 8 shields)

HIGH ELF SHIELDS

99080210001  £2, €2.50, 25dkr, 30sek, 35nkr
{Contains 2 frames, enough parts to make 8 shields)

t contents may vary. Products seld unpainted and unassembled, Centain Citadel products
rectly. Prices correct at time of going to press, please contact us for current availability and Games
Workshop prices. Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website. Independent

www.games-workshop.com 117



Next month sees the launch of the new edition of

Codex: Space Marines, and the release is accompanied by a
range of new miniatures. Use our Advance Orders service
to get hold of yours on the day of release.

QAMES
WORESHOP

Codex: Space Marines
RELEASED 4/10/08
£15, €22.50, 175dkr, 200sek, 200nkr

R2i— s r

Space Marine Scout Bike
RELEASED 4/10/08
£7, €11.50, 85dkr, 100sek, 105nkr

Space Marine Drop Pod
RELEASED 4/10/08

E18, €27.50, 200dkr, 250sek, 260nkr

Can't wait to get the new releases?

» Get the latest products delivered to
your door on the day of release!
» Postage for Advance Orders is only £2*

Warhammer 40,000
9th August (released 20th September)
 Space Marine Spearhead..........2/8/08

Warhammer 40,000
23rd August (released 4th October)
» Codex: Space Marines............4/10/08

* Space Marine Landspeeder ....4/10/08
* Space Marine Drop Pod ........4/10/08
» Space Marine Scout Bike........4/10/08
» Space Marine Land Raider
Crusader/Redeemer ................4/10/08
* Thunderfire Cannon ..............4/10/08
* Scout Sergeant Telion ............4/10/08
» Sergeant Chronus ..................4/10/08

Warhammer 40,000

6th September (released 18th October)
e Sternguard Veteran Squad ....18/10/08
* Vanguard Veteran Squad ......18/10/08
e Chapter Master Pedro Kantor..18/10/08
e Captain Sicarius ................. 18/10/08

*£2 postage only applies to Advance Order
products being delivered to addresses in the UK
or Ireland. Orders including Advance Order
products will be held until the last available
product is released,

. -WAR HAMMER Q
40,000

Land Raider Crusader/Redeemer
RELEASED 4/10/08
£35, €50, 350dkr, 400sek, 420nkr

Pictures for illustrative purposes only, Product contents may vary, Products sold unpainted and unassembled. Certain Citadel products
118 WHITE DWARF AVAILABLE TO ORDER may be dangerous if used incorrectly, Prices correct at time of going to press, please contact us for cusrent availability and Games
Waorkshop prices, Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website. Independent

retailers are responsible for determining their own prices.




HOW T0 ORDER

Our hobby range contains thousands of products, with more added every month. There
are three ways to get your hands on GW products.

At Games Workshop Hobby Centres

* Range of products
All our centres stock a large range of Warhammer 40,000,
Warhammer and The Lord of The Rings games and models as well
as all the hobby materials you need to collect, build and paint your
armies.

In-store order point

All of our stores have a Direct in-store order point which you can
use to access our entire range, including Specialist Games, Collectors
and Bitz Packs allowing you to individualise your Warhammer,
Warhammer 40,000 and The Lord of The Rings forces.

* Gaming Rooms
Like regular Hobby Centres, all Gaming Rooms provide the full
range of Games Workshop services. However they are larger than a
normal Hobby Centre and have many tables, which makes them
perfect for meeting fellow hobbyists.

On Our webs:te at: www.games-workshop.com

At games-workshop.com we offer a fast, accurate and convenient

. S — service that allows you to order anything from our entire range of
USRS e miniatures and other hobby products and have them delivered to your

=* S home or to your local Hobby Centre.

B =

GAMES WORISHOP, 3 _ sy e

* We aim to despatch all orders in three days, straight to your door.

* You can order ANY Games Workshop product.

» Our Advance Order service lets you order models and products

- —_— before they are released, reserving your copy.
: VeriSign
Secured

eraey e Our complete range includes Specialist
Games, Collectors and Bitz Packs, with
new additions every month! Check out
— e e e e what's new today.

By calling the Games Workshop
Direct Customer Services team

If you want to place an order, need
some hobby advice or have a question MAIL ORDER
about Games Workshop, just give us a OPENING TIMES

call on +44 (0)115 91 40000.

Our experienced team will guide you
through the ordering process, answer
any queries you may have, and are
also on hand for any individual tips
and advice you may require.

Monday: ...... 10pm - 6pm
Tuesday:........11am — 6pm
Wed-Sat: ......10am — 6pm
Sunday: ........12pm — 4pm

Methods of payment
We accept the following credit cards: Visa, MasterCard, Maestro
(formerly Switch).

Masté visA
Electron mo

\Me only accepr !he following cards in Northern Europe: Visa and Mastercard.

ary. Products sald unpainted and unassembled. Certain Citadel products

please contact us for current availability and Games www_gameg.wnrkshﬂp_cum 119
2h its own stores, catalogue or website, Independent ¢

wwn prices.
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raeeaw=me=| Subscriptions guarantee you will not miss an
' | issue, and offer savings over buying individual
copies. There are a number of ways to subscribe.

¢ Call Games Workshop Mail Order on * Visit your nearest Games Workshop store
Tel: +44 (0) 115 91 40000

Fax: +44 (0) 115 916 8002 e Complete the form below and return to:

GW MAIL ORDER, WILLOW ROAD,

Log on to: LENTON, NOTTINGHAM, ENGLAND,
www.games-workshop.com NG7 2WS

I'would like to subscribe to White Dwarf starting with issue number: WD[JC]

| would like to subscribe for:

1 YEAR 12 issues wosus £36, €70, 550dkr, 650sek, 700nkr ||

2 YEARS 24 issues wosuu £65, €125, 1000dkr, 1150sek, 1250nkr =l

| am an existing subscriber [] | am a new subscriber [] (please tick a box)

MY DETAILS

MATMATSIEOMIEEL, ot vess st prussnsssim e DN TIE o O S W | A P i s

&0 Ty uo e o s o st O Tt T

Tel {inc STD code}:

The subscription is a gift for the person detailed below [7] tick box if appropriate)
Mr/MrsiMs/other:..........cccnnnne c FOTENAME: vviiiiiiiisiinsivnminens SUFNAMES wioviivnssiesiiennasisiorseenes

Address: POStCOHE: . ..o v mmenssrnsresbasasnss

CountY e nnnmasnnhng

Tel (inc STD code):
METHOD OF PAYMENT
Postal Order (UK only)/Cheque | [ {(made payable to Games Workshop Ltd)

v o e B o B8 8o . coooooooooooooooooo
Valid from: HEEER Expiry date: oo Issue No: OO

Cardholder's Name:

Signature:. conennens Date:
(signature of tor guardian required if n.tum.nr is LFI'1F|E_I 1L years of age.)
Reply by the 30/09/2008 to take advantage of this offer.

GET WHITE DWARF FROM YOUR NEWSAGENT

Did you know that newsagents can hold, make sure you get your beloved White
order and, in some cases, even deliver your Dwarf magazine.

favourite magazines for you? Jusk Ask! :

allows you to take advantage of these So next time you visit your newsagent Just
services. Where you see the Just Ask! logo  Ask! about obtaining copies of your

you'll be able to hand in the form below to  favourite magazines.

A great way to ensure you receive every issue of White Dwarf is to place an order with your local
newsagent. Once set up, your copy of White Dwarf will be held for you to collect, saving you the
time and the frustration of having to search the news stand. Some newsagents offer a home
delivery service, making it even easier to obtain your copy.

So don’t miss an issue, complete the form below and take to your local newsagent today!

NEWSAGENT ORDER FORM

[ Please reserve/deliver* (*delete as appropriate) a copy of

commencing with issue 1

Title/Mr/Mrs/Ms......... First name
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|ORDERINGS et HARRR

— ’TRAJ’EGY CAME

THE MAGIC OF MIDDLE-EARTH PILLAGE!

In part one of our sap st e Sk about the Gav Thorpe introduces some more scenarios and
different types of s sl gl Siine o ssne 2 brand new campaign system for staging raids in
the *d“‘ the Warhammer world.

_‘_




WARHAMMER

40 000

=

oPAGE MARINES




	0.tif
	000.tif
	001.tif
	002.tif
	003.tif
	004.tif
	005.tif
	006.tif
	007.tif
	008.tif
	009.tif
	010.tif
	011.tif
	012.tif
	013.tif
	014.tif
	015.tif
	016.tif
	017.tif
	018.tif
	019.tif
	020.tif
	021.tif
	022.tif
	023.tif
	024.tif
	025.tif
	026.tif
	027.tif
	028.tif
	029.tif
	030.tif
	031.tif
	032.tif
	033.tif
	034.tif
	035.tif
	036.tif
	037.tif
	038.tif
	039.tif
	040.tif
	041.tif
	042.tif
	043.tif
	044.tif
	045.tif
	046.tif
	047.tif
	048.tif
	049.tif
	050.tif
	051.tif
	052.tif
	053.tif
	054.tif
	055.tif
	056.tif
	057.tif
	058.tif
	059.tif
	060.tif
	061.tif
	062.tif
	063.tif
	064.tif
	065.tif
	066.tif
	067.tif
	068.tif
	069.tif
	070.tif
	071.tif
	072.tif
	073.tif
	074.tif
	075.tif
	076.tif
	077.tif
	078.tif
	079.tif
	080.tif
	081.tif
	082.tif
	083.tif
	084.tif
	085.tif
	086.tif
	087.tif
	088.tif
	089.tif
	090.tif
	091.tif
	092.tif
	093.tif
	094.tif
	095.tif
	096.tif
	097.tif
	098.tif
	099.tif
	100.tif
	101.tif
	102.tif
	103.tif
	104.tif
	105.tif
	106.tif
	107.tif
	108.tif
	109.tif
	110.tif
	111.tif
	112.tif
	113.tif
	114.tif
	115.tif
	116.tif
	117.tif
	118.tif
	119.tif
	120.tif
	998.tif
	999.tif

